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've never seen anything Like 
e. Donkey Kong Country 




world's first fully- 


Super Computer. The graphics are 
3 - D . The playing a re n a is 32 
megabit. The levels number 111. 


rendered video game. To produce 
it took 22 years work on 6 
SGI work stations and one XL 


(No, that's not a misprint - one 

' 

hundred and eleven). But 
most amazing aspect of Dorvkey 


the 


For more information about this game, call or write to Nintendo UK Entertainment, Con 
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IT'S TAKEN 

2 2 man years, 

32 MEGS, 

32,768 COLOURS 

and 1 super computer 

TO MAKE HIM LOOK THIS 


GRUESOME. 
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BC KID IN PREHISTORIC POST¬ 
LUNCH FROLICS! 

Ever wondered what kids used to do before 
civilisation, let alone TV? That crazy cave¬ 
dwelling BC Kid is off leaping those platforms 
and munching on mighty morphing food with a 
view to exploring some far out places. How 
does he keep his head upright with all that 
extra weight? These and other questions are 
answered fully in our top notch review on page 
86. 


THERFS NOTHING QUITE LIKE THE 
SMELL OF BURNING RUBBER! 

When reports first came in of this wild V weird 
unicycle racer from last summer's CES show in 
Chicago, the reaction was more mixed than a 
bag of Dolly Mixtures. But we've got it, we've 
played it to death, and we even think it's the 
most original racing game to hit the Super NES 
since Mario Kart. Now that's saying something 
I think you'd just better turn to page 20 to find 
out why! 


MORTAL KOMBATII 
COMPO WINNER 

The ladies and gentlemen of 
the jury have now re-entered 
the adjudication arena and 
are about to reveal the win¬ 
ner of the Mortal Kombat II 
Design A New Kind Of 
Fatality Compo. Do I hear a 
drum roll? Crash!! If you 
entered our compo, have 
YOU won a Mortal Kombat II 
Arcade Machine? Can you 
stand the tension any 
longer?! 
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oumocrlMAN IS BACK IN NEW 
GAME SHOCKER!! 

On his whirlwind tour of Japan, Gary dropped 
into Hudson Soft HQ for some tea and ten- 
player Bomberman fun. Always first on the 
case, and with top secret surveillance equip¬ 
ment take a snoop at page 68 to see what he 
managed to scoop on Panic Bomberman and 
Hagane to name but a few! 
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MORTAL KOMBAT II 
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SUPER HESIH FUTURE CITY SHOCKER! 




File Speed Options Disasters UJindoms Newspaper 


Mar 4061 Populous City> $5,047,575 


PC and Apple Macintosh star Sim City 2000 is com¬ 
ing home to the Super NES in the next few months. 
Reputedly being developed by Hal Laboratories, a 
Japanese programming team, the sequel features 
even more detail than the original version released 
a couple of years ago. What's more the new ver¬ 
sion is planned to support the Super Nes' Mouse 
Controller, a relief to all those who forked out for 
the thing in the first place. More news as soon as 
we get it. 


(ABOVE) Yes readers , you too will soon be able to share in the unbridled joy that 
is building a virtual city all of your own. Fascinatingzzzzzzzzzz... 


STREET FIGHTER SHAMRLES! 


And why not? Moving on to Streetfighter:The Movie 
starring Kylie Minogue, Jean-Claude Van Damme, 
and Raul Julia. Along with my chums from the NMS 
crew, I had the privilege of being one of the first 
people in this country to see the film that's not due 
out over here until April. 

Never in all of my time as a film critic have I seen 
quite so many special moves packed into one 
movie, or was it never have I seen ruined careers in 
one movie? Back to the point — evil tyrant Bison 
has taken both civilian and military hostages, 
demanding a $50 billion ransom to fund his plans 
to build the new global capitol, Bisonopolis. It's up 
to the crack forces of the Associated Nations to bat¬ 
tle their way through his defences and put and end 
to the potential global crisis. 

All of the characters star from the Super 


Streetfighter II edition, with the exception of Fei 
Long who seems to have been dropped from the 
gang temporarily, and just watch them as they 
slowly but surely transform into their sparring cos¬ 
tumes. A laugh a minute for all the wrong reasons 
but I can see a budding career for the superb char¬ 
acter acting displayed by Charlie Blanka. 

No but seriously, this film will appeal to fans of the 
game for the pure crapness of the acting and the 
ridiculous script. The fighting sequences have been 
tamed for the big screen, resulting in a series of 
choreographed morris dances and a couple of 
'Thrust Kick!' cries. Clearly when the project was 
originally drawn up, the investors knew the movie 
would recoup purely from the license. It makes a 
change to see the role reversal of cool game to duff 
film, instead of cool film to crap game! 
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HEBEREKE RACE 


It's a little known fact that 1995 is, in the Chinese calender, the year of 
the the Pringle Sweater. It's also true that the year of the Pringle only 
comes around once every millenium so, to mark this rare anniversary, 
Virgin have announced two new golf games for the humble Super 
NES. First up, and currently 60% complete is an interesting little title 
that goes by the name of Gouraud Golf. Now the fact that Gouraud is 
a type of light-sourced shading as used in games like Tie Fighter 
makes this game of particular interest, but, seeing as they wouldn't 
send us any shots just yet we'll just have to wait until nearer the May 
release date to find out. We'll have to wait even longer than that for 
the second game, Sensible Golf, because that isn't due until the third 
quarter of 95. The game itself follows firmly in the Sensible tradition 
of lots of humour, microscopic sprites and a quite ridiculously tough 
challenge. Still, we won't ruin it for you just yet, so here are a couple 
of screenshots to tide you over. 


More news on SunSoft's exciting 
new Hebereke Race game. We 
now know that is features eight 
of the bizarre series' main char¬ 
acters, including the pain-in-the- 
ass flying saucer dude. It's played 
in a similar style to Konami's 
Biker Mice from Mars and 
Interplay's Rock 'n' Roll Racing, 
complete with magical power- 
ups for collection and crazy 
obstacles to negotiate. So even 
when Oh Chan is invincible he 
still has to worry about climbing 
ladders and coming a cropper on 
ice. Keep your eyes firmly NMS- 
wards as we'll have the full low- 
down on this promising title 
when it arrives in our offices next 
month. 


THEX-FILES 

If anyone knows how to get the best out of Marvel Comics' mighty X- 
Men it's the mighty Capcom. January sees the release of their Super 
Famicom game 'Mutant Apocolypse' in Japan in which players get to 
grips with Wolverine, Cyclops, Magneto, Gambit, Psylocke and the 
rest as they infiltrate the mutant prison on Genosha. NMS has the 
review next month to coincide with a special feature on the awesome 
X-Men coin-op. It's a 300 Meg, beat 'em up holocaust called Children 
of the Atom. Featuring bosses the size of the screen, which kind of 
dwarfs Sagat, fighters can leap five times the height of the screen to 
gain an advantage. Look, it's just incredible and you can read all 
about it in four weeks' time! 


m 


(ABOVE) Ma-agic, mo-ments, when two hearts are... Did 
you know that you are more likely to be electricuted on a 
golf course than anywhere else on the face of the earth! 

PARADIGM OF 
GOOD TASTE 

It's all a bit quiet on the Ultra 64 front this 
month, but here's a bit of hot news and that's 
that Paradigm Simulation Inc., a Dallas-based 
developer of Virtual Reality software have just 
signed up to work with Nintendo on a stonkingly 
hot but as yet unannounced game. What makes 
this already intriguing bit of news even more 
special is that Paradigm will be working closely 
with none other than Shigeru Miyamoto, creator 
of Donkey Kong, Mario, Kirby and Zelda to 
name but four. It is rumoured that the next gen¬ 
eration of Mario and Zelda games are going to 
be for the Ultra 64, could they be the reason for 
this little partnership? More soon. 


(ABOVE) Ma-agic Mo-ments... has 
anybody seen my left eyeball? 
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(ABOVE) Itsss Kirrbbyy! It issss!!! He's great innee! I love you 
Kirby! © Paul Davies Sad Captions Inc. 
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SUPER GAME BOV 
JUST GETS SUPER 

Is this good news or not? Good, I suppose. Well, 
it's brilliant actually. Nintendo have just 
announced their intention to convert and 
release for the legions of Game Boy owners out 
there, none other than - gasp - Super Street 
Fighter 2! Sounds almost too good to be true, 
doesn't it? But true it is and Super is due to hit 
the 'Boy sometime early this year. We can fore¬ 
see one small problem, though - won't it be 
blurry as hell if played on the normal Game 
Boy? The game is set for release in this country 
in March, so we won't have to wait too long to 
find out. 

RUMOUR CONTROL 

Hey kid, psssst! Yeah you, wapna hear some hot 
new Nintendo rumours? Yeah? How about a hot 
snippet from the Shoshinkai show regarding the 
new Virtual Boy system. Apparently Nintendo 
are currently developing a stand-alone viewing 
system that reproduces the machine's 3D graph¬ 
ics holographically and without the need to wear 
that daft headset. Yes it seems that all those chi- 
nese-whispery ideas about how the VR32 was 
going to work are actually true. However it has 
not as yet been confirmed whether or not the 
machine is ever going to be released in this 
country - so unsure are Nintendo about the 
machine's potential. More will undoubtedly be 
revealed after the CES, so until then... 


KIRBY HORNER 



KIRBY NEWS SHOCK 1 

You may remember some time ago we reviewed a cool puzzle game called Puyo Puyo. 
You may also have wondered what has happened to it, the game having been sched¬ 
uled for release yonks ago. Now we can 
reveal the full story - the game has been 
bought by Nintendo and is currently being 
tweaked and twiddled to become the next 
Kirby game, the imaginatively titled Kirby's 
Avalanche. Whether or not players will find 
themselves playing as our pink hero or will 
be cruelly collecting piles of little 
together is unclear. What is certain, 
is that we'll have more news on this ace 
game next issue. 

KIRBY NEWS SHOCK 2 

Another game that seems to have fallen by 
the wayside but, in fact, hasn't at all is Kirby's 
Special Tee-Shot. Though the game is already available in Japan 
Nintendo of America and, subsequently, Nintendo UK have been loath to put the game 
out in the Western Hemisphere. Why? Simple; because Nintendo have not one but two 
new Kirby platform game planned for 1995, one for the Super Game Boy and the other 
for Super NES. HOORAH! HOORAH! The Game Boy product expands on the Kirby 
theme with the determined marshmallow fellow donning costumes and hitching rides on 
the backs of animals, Mario style. Nothing is known about the Super NES version as yet, 
but if anyone can give Super Mario World some serious competition it's Kirby. More 
news as soon as we get it. 



CUES 


BONUS BOY BANDANA 

Eager to breath new life into the Game Boy 
market, Nintendo have recently seen fit to 
release a series of six, limited edition, collectible 
Game Boys. Aimed fairly and squarely at the 
lucrative "Poser's" market, the new Game Boys 
are, to all intents, no different to the original 
product except in one aspect - they come in six 
very becoming colours. There is, for your delec¬ 
tation, red, yellow, green, white, black and our 
favourite a well-arty see-through. It has not 
been decided whether all the colours will be 
imported into the UK by Nintendo, nor has a 
firm price been fixed. We are, however, pretty 
sure that the free Bandana that is being bundled 
with it in Japan is not going to be included as 
part of the UK package. No-one could be that 
sad. 
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THE GUYVER: DATA 11 
CERT: PG 

The Guyver series has helped define 


NMS SHORT STORIES 

GAMES ARE GOOD FOR YOU - OFFICIAL! 

See that anorak lying in the corner of your bedroom, throw it 
away! It has just become official that computer and video games 
players are far from being sad, lonely types and are, in fact, totally 
the most respected people in the entire universe! Almost. Here's 
what a spokesman from ULTRALAB®, Anglia Polytechnic 
University's learning technology research centre, has to say on the 
subject: 


BIKER MICE CHALLENGE 

Those of you bought this issue of NMS the day it went on sale have 
precisely eight days to prepare for a show down with the Biker 
Mice from Mars. That's right, to coincide with the release of the 
Super NES cart Konami Europe are holding a special challenge in 
which contestants stand a chance of winning a Super NES and a 
Biker Mice game. Virgin Megastore on Oxford Street, London is the 
venue and Konami promise that blokes masquerading as the char¬ 
acters will be their and everyone gets a free Snickers bar to rub 
into their fur. So that's 27th January, Virgin Megastore, Snickers 
Bar, slap on the head. See you there. 


FOREVER BLOWING PUZZLES 


MANGA PHILES 


Now established as a legitimate excuse to take all your money, 
Manga UK's video releases are increasing in quaioty and number 
by the month, l/l/e've only enough room to include a small cross 
section this issue, but as most of them are episodes of a series 


GENO CYBER: STAGE 3 
CERT. 15 

Very few Manga tapes live up to the image created 
by the advertising campaigns and general hype. 

This Geno Cyber series has it all! Focusing on inner 
strength and its potential to completely transform 
humans into magnificent creatures, it's chocka with 
fantastic beings bearing names like Vajranoid and, 
well, Geno Cyber!!! To cap it all the whole scenario 
is set in an apocalyptic future. It's 
the coolest, what more can we say! 


THE LEGEND OF 4 

KINGS 

CERT. 15 

This one's so new, not even we've 
seen it yet! Never mind, here's the 
plot to its nearest approximation: 
Four Ryudo boys, who are fortu¬ 
nate enough to have been 
descended frmo the line of Gyu, 
have inherited incredible powers! 

So far they have remained a 
secret, but the intervention by 
something called the Gozen is set 
to change aH that. Prophecies are 
awaiting fulfillment, tyrants must 
be overcome and family loyalties 
fall into question. If you thought the 
Eastenders had a raw deal, get an 
eyeful of this!! 


Manga to a Western audience. It is powerful, some¬ 
times ridiculous but always incredibly entertaining. 
The good guy(ver) always gets his man/ thing/ 

whatever and everyone feels happy in a 
stupidly heroic kind of way after watch¬ 
ing each episode. This penultimate 
instalment finds Sho - the hero - prepar¬ 
ing to discover the 'terrifying truth' about 
the Chronos organisation. Like it was they 
who persuaded Whigfield that she could 
dance. 


WINGS OFHONNEAMISE 
CERT. 15 

Remember the awe you felt when watching 
Akira for the first time? Well experience it 
again as you savour every second of ani¬ 
mation and thought-provoking dialogue in 
Wings of Honneamise. All you need to 
know about this most significant video 
release is that it widdles all over anything 
else you've seen anywhere in recent 
months. "One of the most intricate and involving science 
fiction movies of recent years" - fellow EAAAP magazine 
Empire says it all. BUY IT!!!!! 


RELEASED THIS MONTH 

GENOCYBER 3 - GLOBAL WAR 
AD POLICE 3-1 WANT MEDICINE 
LEGEND OF THE 4 KINGS 
GUYVER 11 PENULTINMATE 
WINGS OF HOMEAMIOSE 
FAUST 


"We have spent a great deal of time observing children playing with 
new technology and the effects it has upon them. When one exam¬ 
ines the processes that take place when playing computer and video 
games , one finds that the way in which children approach problems 
presented by the game is frequently very close to the way that they 
should solve problems in their science classes at school. In both 
cases it is a process of observe, question, hypothesise and test. In 
our work in ULTRALAB ® we have been highly impressed by the rich¬ 
ness and quality of language of children describing their games 
playing. Children also play well in very mixed age groups and the 
gain for youngsters in being able to explain something to older chil¬ 
dren is very real." 

Yeah , so the next time you find King K Root messing about with the 
shopping trolleys down the local supermarket you know what to do. 
Oh , and don't forget to tell a grown up how you did it , okay! 


Just briefly, because there's only so many ways we can describe Tetris 
before contracting block fever, Bullet Proof Software have announced 
yet another Bombliss title for Japan. Super Bombliss looks almost 
identical to all the other 


incarnations of this blasted 
series but with different 
backdrops and better spe¬ 
cial effects - in so far as 
Tetris will allow impressive 
special effects. Perhaps its 
most outstanding feature is 
that it stars Jason from the 
Friday 13th movies. 
Gumph! 
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PEOPLE SYSTEM 


It's going to be an interesting year for Nintendo, alright. 
Although it's not going to be quite as gloomy as many "pundits" 
are predicting. Ok, so we might not be seeing The Ultra 64 until 
the very end of the year at the earliest but we have plenty of 
other great products coming out in the meantime. Already wait¬ 
ing in the wings are Donkey Kong Land - the game that is set to 
do for the Game Boy what DKC did for the Super NES, polygonal 
beat 'em up FX Fighters and two other Super FX Chip games - 
Starwing 2 and Comanche, there are two new Kirby games with 
Kirby's Avalanche and the brand new Kirby's Adventures and 
then there are some quite marvellous RPGs in the pipeline with 
Nintendo having taken up the rights to Enix's Illusion Of Time, 
and all that's from just Nintendo themselves, companies like 
Sony, Acclaim, Virgin and Ocean have absolute buckets of good 
stuff in the pipeline too. If that doesn't convince you that there's 
plenty of life in the machine yet, then, well. I'm going to have to 
kill you. I'm afraid... 

Andy 
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Aim THAT A REAL 
MOTHER FOR Y Ml 


Things don't ever really change do they? In days of old kids used to 
have to fight their dads off in order to get a go on their train sets - 
these days it's mothers and Super Scopes, or so it would appear. This 
is Mrs Ayre, mother of one Jonathan, who is in for the high jump 
when his Mum sees this. Apparently Mrs "A" is a bit of a dead-eye 
with the old scope and has already exhausted all the challenge Lazer 
Blazer can throw at her, she's a bit good on T2 too, by all 
accounts. In fact we're so impressed we're 
going to bung her a copy of 
Yoshi's Safari. So, 
if you have a 
gaming parent 
send those piccies 
in complete with an 
account of their 
gaming greatness or 
baboonery to MY 
GO NOW! MY GO 
DAD! AWW DAADDM 
at the usual address. 

And we might do the 
same for you. 




After leaving Eton where he had 
been Head Boy, Andrew went on 
to procure a double-first at All 
Souls Oxford. His great 
Grandfather was Lord 
Havelsham, personal 
x \ advisor to Queen 

\ Victoria, and Andrew's 
family still maintain 
strong links with the 
Monarch. A firm 
/ believer in tradition 
/ and discipline, 
y Andrew ensures that 
the day begins with a 
rousing chorus of 'God 
Save The Queen' and a few 
rounds of butter drenched crum¬ 
pets! Splendid! 

CURRENT FAVOURITE VIDEO 
GAMING TlTLES:Unirally, 
Earthworm Jim, International 
Superstar Soccer. 


NINTENDO PEOPLE 
SYSTEM 


As much as we here at NMS 
might try to disguise it 
with our laddish ban- 
ter and common / d 

sayings, we are all / M 

in fact members / 

of the aristocracy. / 

Often over after- 
noon tea or a \ 

glass of port we \ 

reflect with some \ 

humour on the \ i 

peasant roles we 
have assigned ourselves 
in our sterling periodical. 

But now we feel, the time has 
come to honest with you, our 
loyal and subservient reader- 
ship... 
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I fUDDA VUDDA DOWN UNDER 


Meet Major Les Hiddens (Retired) or, as he is more 
popularly known, Bush Tucker Man. So who the hell 
is Bush Tucker Man and why are we wasting valu¬ 
able editorial space showing pictures of him? Well, 
the fact that he is Australia's answer to David 
Bellamy (except that he actually eats the stuff he 
finds) and that he is Andy's absolute top hero-geezer 
is pretty much by the by. What is being demonstrated 
here is the global influence exerted by NMS. Look clos¬ 
er. Notice the slightly aggressive expression, the forward 
posture and, more importantly check the positioning of the 
arms - hands rigid, arms pointing out. Yep, Bush Tucker Man is talking 
Ga! Naturally you would have known this immediately had you also 
been able to hear the inimitable greeting exclamation of 
"Vudda Vud Vudda!". If you spot a celeb 
indulging in the odd bit of Ga, 
send the piccie 
in, in the words 
of Jeremy 
Beadle, there'll 
be a stonking 
game-based 
prize for the ones ’ 
we show. 
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IRATINGS GUIDE! 

9fe£P° 

C Nintendo) 

ANY GAME SCORING 90 PER CENT OR ABOVE IS IMMEDIATELY 
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS 
RECOMMENDED AND ABSOLUTE MUST BUYS. 

These are brilliant games. These games are the cat's whiskers, 
the creme de la creme. Camp out all night to be the first to own 
these games. Fight, cheat, utilise heavy artillery, Inter-continen¬ 
tal Ballistic Missiles. Anything! Obtain these game BY ANY 

MEANS NECESSARY! 

80-89 

Just a bit good too. Great games with great features that lack 
that extra "certain something". For example a great racer with 
no two-player option or a truly awesome shoot 'em up with too 
few stages. 

70-79 

A thoroughly "nice" game that fulfils all expectations without 
pulling any real surprises. One for fans of the type, perhaps. 

#0-69 

Now we're straying into that gloomy area known as mediocrity. 

Not bad. Definitely not great. Not alot to celebrate really. 

50-59 

Distinctly average. Average graphics, average sound, average 
gameplay. Hardly worth the bother. 

40-49 

The sort of games you find in the Bargain Bucket at your local 
video shop. Still in pristine condition because nobody wants 
them. Don't let their £5.99 price tags tempt you. 

W 

GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY 

AWARDED THE NMS KIPPER OF COMMISERATION, THE 
ACKNOWLEDGED BENCHMARK OF BADNESS 

Surely technology has progressed far enough that games like 
this are an actual impossibility these days? An abomination. 

20-29 

Come the revolution the makers of this game will be first up 
against the wall for crimes against humanity. 

0-19 

And the person who says that games in this category are so-oo 
bad that they're actually good will be next against the wall. 


SIR GARETH FITZGERALD 


BARON PAUL WILHELM DAVIES PETER FREDERICK BARRELL 


PAUL JEREMY BUFTON M.A. 



Untitled as yet, Peter is waiting 
for his Aunt, the Third Duchess of 
Winchester, to kick the bucket so 
that he has the right to her £14 
million estate. A Harrow boy, 
Peter enjoys living it up with 

London's beautiful 
^— ^^set. You're 

y preposter- 

- ously tipsy on 

Moet et Chandon 
asking if anyone knows where 
his Porsche is. The bounder 
lost two of them only last i 

week! Guffaw! m 

CURRENT FAVOURITE VIDEO I 
GAMING TITLES:lnternational ^ 
Superstar Soccer, Unirally, 
Earthworm Jim 


Dr. Phil. 

Everyone remains a little suspi¬ 
cious of Paul, coming as he 
does from a largely middle class 
family. His great grandfather 
was in fact an industrialist who 
owned most of the mills in the 
north of England. Often in the 
office we tease him concerning 
his meagre background and 
poor family. Of a more intellec¬ 
tual bent, Paul often pops over 
to the U.S. to lecture at Harvard 
on his favourite subject - the 
Metaphysical Renaissance in 
Indo-European Culture and 
Philosophy. Bravo! 

CURRENT 
FAVOURITE 
A VIDEO GAM- 

■ TITLES: Unirally, 
M B Crazy Cross, 

^ International 

*^_A**^ Superstar Soccer 


Part of Paul's family originates 
from the Prussian aristocracy, 
and his parents felt a continental 
education best, sending him to 
Vienna, Prague and lastly the 
Sorbonne in Paris. Paul enjoys 
quiet pursuits, fishing at his 
estate in Buckinghamshire or 
walking his three Wiltshire 
Setters. Paul's quiet life was dis¬ 
turbed recently with newspaper 
revelations concerning an 
intrigue involving a member of 
the Royal family. What-ho! 
CURRENT FAVOURITE VIDEO 
GAMING TITLES: 

Wonder Project 
J, Unirally, 

Vv*" m Hagane 


HARROD III 

Always a bit of a wag at Repton, 
Sir Gareth enjoyed victimising 
the younger boys, or 'fags' as 

they're known. After 
, V# a suspicious rela- 

tionship with 
the school 
■ chaplin, Sir 
"’T"’ jM V Gareth went 
Wmf W on to Kings 

W T Cambridge 
■p / where he had 

\ ** / a reputation for 

^ performing the 
most outrageous 
tricks while punting. He is now a 
renowned art collector who 
enjoys nothing more than bid¬ 
ding for his favourite paintings 
at Sotherby's. Touche! 

CURRENT FAVOURITE VIDEO 
GAMING TITLES:Bomberman 
Panic, Unirally 
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Last month we EXCLUSIVELY unveiled what is sure to be 
the sports sim sensation of 1995, NBA Jam Tournament 
Edition. This month, in advance of the awesome EXCLU¬ 
SIVE review that’ll follow in our next issue, we take a 
closer look at some of the great new features in this 
blinding game. Other good news just in - Acclaim now 
reckon to have crammed not 33 as reported last month, 
but 39 secret characters, and have also confirmed that 
there are a few Mortal Kombat characters in there too. 


TOURNAMENT EDITION 



THEY’VE GOT THE HOTS FOR YOU 

We've already mentioned the hotspots that appear randoml;y though- 
out the game. The eagle-eyed amongst you may have noticed that 
these spots have a number in their centre, little did we realise last 
month that this number refers to the number of points a player scores 
if a dunk or field goal is scored from these points. Naturally it's no 
simple matter scoring from these areas, nor is it easy to perform the 
miracle court-length dunks. The player attempting such magic must be 
at full pelt and have the split second timing to successfully press the 
shoot button the very instant they hear a dinging noise and the 
hotspot itself turns blue. It's the tricklimost, believe me. 


FOR NBA ANORAKS ONLY 

Now, forgive me, but is the whole idea of NBA not that it 
takes all the good bit from the already great sport and 
makes them more fun? Surely so. However, for some 
unfathomable reason the programmers of this conversion 
have included an option that allows players to turn off all 
the hot spots, power-up points, turbos, super dunks - the 
lot! Blimey, there are enough straight Basketball games 
out there already. Still, I suppose it removes that jammy 
"spawn" factor. 


AIM FOR THE STARS 

One of the few faults of the original NBA Jam was that, 
in one-player mode, there wasn't much to aim for. 

Defeat all 27 NBA teams, get your name on the scoreboard and show 
off to mates who probably didn't believe you anyway. Jam TE has 
taken acount of this shortcoming and offers those with the mettle to 
slog through 27 punishing rounds victoriously the chance to play 
some very special all-star teams. Acclaim reckon there are a few other 
surprises in there too but refused to be drawn as to whether the leg¬ 
endary Michael Jordan forms part of this "surprise". 


SUPERSTAR SURPRISES FOR SUCCESSFUL SUMMERS! 

CNMS) 12 






















^ ‘‘Bitilpl offers a good challeri; 

Varied tactics and variable speeds incorporated 
in the levels - the fastest of which puts almost 
every other beat-em up to shame.” 


on the Mega CD, Mega D^e^ffd SNES>; 
Primal power meets ancient wisdojfn as Gametek 
unleashes tournament beasts in search of fighting glory. 
Every four years the Dali Llama travels the world in 
search of the greatest warriors to compete, 
on his island, for the coveted ‘belt of heaven’. 

A game of cartoon martial arts, 
BRUTAL is the game to get your paws on. 


‘‘Brutal is a breath of 
fresh air. A really humorous, entertaining, playable 
and graphically superb product.” 


GAMETEK 


GAMETEK (UK) LIMITED, 5 Bath Road, Slough, Berks, SL1 3UA 

Brutal & Brutal Paws of Fury are trademarks of GameTek, Inc. >'1994 Cybersoft. Inc. Cybersoft is a subsidiary of I.J.E.. Inc. ©1994 GameTek, Inc. GameTek is a registered trademark of IJE. Inc All rights reserved 2999 N.E 191st Street. Aventura, Florida 33180 

Super Nintendo Entertainment System™ is a trademark of Nintendo. 










Every once in a while a software house will ring us here at NMS 
saying they've got a few new products and would we 
like to have a look at them? Funnily enough, it always seems to 
the same company too - Ocean. The latest titles that they're 
touting around are not of their own manufacture, they are 
licences bought in from other developers. All, however, are due 
for release early this year. Just the thing to spend that excess 


Chrimbo cash on, perhaps. Many of the games here will be 
familiar to you, but represent only a small part of Ocean's 
release schedule for 1995, we also have games in the pipeline 
like the rather decent Manchester United and, no doubt. 
Madden '96, NHL '96, NBA Live '96 etc. Anyway, enough of my 
sarcasm, lessavalook at what's in store... 





BIGGER DIPPERS 

One of the great pleasures of building any theme park is putting the 
rides in. At the start of the game the player is limited by budget to just 
a few, fairly unexciting rides. However, make a success of your first 
few years and more, bigger, exciting rides become available. You are 
even able to section off portions of your income into ride research to 
come up with wackier rides still. The best feature, however, has got to 
be the roller coaster editor that allows you to plan and design your 

own white-knuckle monster with 
as many twists and loops as you 
jolly well please, be warned, 
though, too much of that makes 


m 

Hr 

* 


- . 


AM. TUFF 

Eagle-eyed readers will remember that we did a bit of a Work In 
Progress on this platformer some months ago, interestingly enough 
coinciding with the time that our own Ed, Andy, was working for SCi, 
the company responsible for the game's development. 

Not that that had anything to do with us getting the 
exclusive or anything. Anyway, the game is finally fin¬ 
ished with release imminent and, to be quite honest, 
doesn't seem to have changed all that much. The story 
tells of a world were all the people have chuffed off to 
another planet leaving their robot servants behind to 
clean up the mess. Unfortunately, six military droids have 
decided to take over and bully them all around, just like in 
the bad old days when they worked for the humans. So it 
falls to Mr Tuff, a demolition robot to seek out these 

evil overlords via a series of themed plat¬ 
form areas and overthrow them in a vari¬ 
ety of thrilling ways, no doubt. 

GREVIOUS BODILY ARMS 

Tuff has two forms of attack - a regular punch that is only effective against the 
weakest enemies, and a swinging overarm punch that is a bit stronger. Added to 
this are the attachments he is able to bolt on for extra damage. These come in 
the form of pick-ups and last as long as he does. They include a bowling ball arm 
that knocks enemies off their feet, a drill add-on that puts bad guys in a spin and 
a laser fist which is powerful enough to sort out anything or anyone. 


THEME PARK 

Here's another game that loyal NMS readers will have seen before 
having first appeared in WIP form back in issue 25. Developed by 
Syndicateers, Bullfrog, Theme Park puts the player in charge of an 
unfeasible budget with which they attempt to build and maintain a 
thriving amusement park. The game itself plays rather like a more fun 
version of Sim City with players choosing which great new rides to put 
in next, how long the queues should be, how much to charge for the 
various entertainments should be and other such detailed stuff. 
Already a huge hit on home computer formats, the Super NES version 
finds itself somewhat truncated thanks to limited memory. Not to 
worry, though, as all the programmers have removed is the flashy 
intro and all the over-indulgent bits like how much sugar to put in the 
soft drinks, the ordering of loo paper etc. The result is a game that, 
while not having the depth of its PC rivals, is quicker, more hassle-free 
and greater fun to play. So nerrr! 


































POCKY AND ROCKY 2 


Sequel to the highly brilliant Pocky and Rocky (or Kikikakai as it was 
known in Japan), Pocky and Rocky 2 from Natsume is another game 
to have graced these pages before - doesn't stop us reminding you 
what a fab little title this is, though. The game follows the antics of 
Pocky and her pet Racoon, Rocky as they traverse a number of eight¬ 
way scrolling and very Japanese landscapes fighting monkeys, fish, 
ghosts and some of the toughest bosses ever created. Add to this a 
further two player-selectable characters and a very reasonable score 
of 87% in issue 24 and you've got a 
game worth looking out for, especial¬ 
ly for the manga-heads amongst you. 

FUN FOR ONE AND A HALF 
PLAYERS 

Unlike the first game that had a 
very playable two-player option, 

Pocky and Rocky 2 has what can 
best be described as a bit of a 
feeble one-and-a-half player 
option, whereby player one con¬ 
trols most of the action and is 
able to use player two as a mis¬ 
sile and player two being able to 
do nothing about it whatsoever. 

Makes things very confusing I 
must say. Still, when the Official 
version is released we'll be able 
to understand all the Japanese 
text. Who knows, we might find 
out that there is a proper two- 
player option after all.. 


Algi 



TURKIC AN 2 

Ah, now this is more like it - a game that we haven't already covered 
in some way. Turrican will be familiar to most of you out there already 
as titles featuring this astro-warrior Metroid wannabe have already 
appeared on Game Boy and Super NES formats. This one looks like 
being the best of the lot thanks to bigger, badder weapons, better, 
more exciting levels, greater variety and better graph¬ 
ics. In fact it's improved all-round 
because it plays better too. 

Look it's just better right! 

And that's all We can say for 
the time being because they 
whipped it off us just as we 
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There are loads of bosses in Megaman X 2 and 
they're all very weird and very tough indeed. 
They include Wheel Alligates, a mechanical alli¬ 
gator who dwells unseen beneath the water 
before leaping out to take a bite out of X. 
Another odd boss is Sonic Ostreague, who 
looks like part duck and part ostrich, and has 
the ability to move very fast as well as jump to 
inconceivable heights. 


SOME NICE GRAPHICS 

The Megaman series has built its reputation on 
an inventive approach to character design and 
the sequel features similarly detailed and off- 
the-wall sprites like mechanical jelly fish, 
strung-up Megaman look alikes and flying 
droids. 


Capcom’s most famous platform hero returns to the 
Super NES following his celebrated debut, and it 
looks like Megaman X has a few new tricks up his 
iron-dad sleeves. 


m this sequel adventure, Megaman X has to succeed in completing 
eight stages which include among them a Volcanic Zone where 
Megaman must climb fast if he is to avoid the rising lava, or the 
Dinosaur Tank stage which is a huge moving vehicle our hero must 
make his way around. As weft as the usual power-ups, there are some 
new weapons for X to master. Like Megaman X this is a tough game 
to complete, but the sequel features more;involved gameplay with lots 
more places to explore and things to discover. Keep your eyes glued 
to the pages of NMS for more on Megaman X 2 in the future. 


(LEFT) Megaman 
needs to be quick on 
h 's feet if he^s fa 
a void instant death 
from the deadly lava. 
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XTRA VEHICLES 

Like its predecessor, Megaman X 2 sees X 
jumping into his armoured stomper from time 
to time, to make things easier when it comes to 
bashing enemy sprites. But the sequel comes 
with the added addition of speed bikes, X taking 
on other racers, jumping ramps and generally 
getting around at a thunderous pace. 


CUSTOM C4' 


ON A TECHNO CHIP 

Megaman X 2 comes with something known as 
a C4 chip. This is a custom 4-meg DSP (Digital 
Sequencing Processor) chip. In plain English 
what it means is that the backgrounds contain 
greater detail, there is much less chance of 
slowdown and the action moves along at a 
faster pace. 
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The pick of the bunch as far 
as NMS is concerned - if only 
because we're racing each 
other to find out what the 
heck's going on! So far as we 
can tell Sparkliss plays very 
similar to Bombliss only with 
unpredictable electrical 
charges replacing the more 
trustworthy explosives. Solo 
players may enter into a 
Contest where huge chain 
reactions score the biggest 
points, or try their luck in 
Puzzle mode where forma¬ 
tions of increasing difficulty 
are presented requiring a set 
amount of bricks to erase 
completely. 


And you thought classic Tetris required superhu¬ 
man hand-eye-brain coordination. In Magicallis 
shapes are not the only element worth consider¬ 
ing; there's colour too. While it's okay to pro¬ 
ceed forming lines of any old shade of brick, 
careful manipulation of colour brings spectacu¬ 
lar results. 


At the end of every round 
players are greeted by a spe¬ 
cial show. In Classic Tetris a 
team of Russian dancers strut 
their stuff and in Magicaliss 
Alexey Pajitnov, the creator of 
Tetris, is seen performing 
tricks out of a hat. It's all very 
odd! 


Sadly only Classic Tetris is available for play in 
Familiss - the four-player option. No special 
attacks and no fancy explosions, just honest to 
goodness skill and reaction speed on behalf of 
the competitors. A player's success does help 
make life more difficult for others however, as 
completed rows appear on opponents' screens. 


There are far too many features in Bullet Proof’s new 
Tetris game to waste space with a nonsensical intro¬ 
duction. Suffice to say it’s the greatest yet, and the 
reasons why are plainly laid out for you to see here. 


No matter how many variations of Tetris Bullet Proof release there's 
always going to be people who claim it's impossible to improve upon 
the original. So, to keep everyone happy, there's an especially colour¬ 
ful but otherwise untainted version of classic Tetris included on this 
cart. Skipedee doodah! 
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W hen Actraiser first appeared on the Super NES it 

received praise for having graphics similar in style to 
those driven by CD-Rom. Developers Enix had produced 
a powerful argument for the machine's capabilities at a time 
when rivals where releasing expensive add-ons for theirs. In 
the face of all the new 32-Bit hardware hitting the shelves in 
Japan since December, Nintendo's 16-Bit stalwart console has 
been given the kiss of life once again courtesy of a magnificent 
new Enix adventure entitled Wonder Project J. 

NO STRINGS 
ATTACHED 

Pino is the name given to the 
Wonder Project, whose character 
is fashioned after Pinocchio - the 
infamous puppet who learned 
how to become a real boy. Pino 
has no mind of his own so 
depends on the guidance of a 

small fairy. It is a scenario similar to that in which Jiminy Cricket vol¬ 
unteers himself as Pinocchio's conscience in Disney's adaptation of 
the tale. The neat twist as far as players are concerned is that Pino's 
actions are prompted by instructions given through the fairy. Of 
course this is way different to the usual fare on Super Nintendo. 

DEVELOPING A CONSCIENCE 

Before Pino begins to manipulate objects he is required to first recognise 
them and then learn their uses. Players are introduced to the unique 
control method via a brief schooling routine in which the fairy encour¬ 
ages Pino to walk, run and stop to command. Once he's got these 
basics out of the way their is the small matter of a red ball to consider. 
After much to-ing and fro-ing and scratching of heads the player/ fairy 
team succeed in familiarising Pino with this incredibly basic thing, then 
it's off into the real world to solve more complicated matters. 




WISH UPON A STAR _ 

As Wonder Project J has only just seen the light of day in Japan, it's 
likely to be a while before the US division of Enix produce an English 
translation. Until such a time we just have the jaw dropping presenta¬ 
tion of this game to appreciate and reams of confusing Japanese text 
to decipher. Hopefully NMS will understand enough of the game to 
bring you a truly excellent review next issue. 
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REVIEW 



CART SPEC 

• BY: NINTENDO 

• PRICE: £39.99 

• RELEASE: MARCH 

• GAME TYPE: RACER 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-8 

• HEAD TO HEAD: Oh yeah! 

• BATTERY BACKUP: Yessirree! 

• CONTINUES: Not applicable 

• OPTIONS: Loads 


GAME INFO 

• GAME ORIGIN: Inspired by 
Red’s Dream a 3D rendered 
cartoon from a few years back, 
oh and racing games. 

• GAME DIFFICULTY: Variable 

• SCORE TO BEAT: Not applic¬ 
able 

• ALTERNATIVES Mario Kart, 
Street Racer 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Excellent! 


(a) Tn 

Jut 

® - 


Start: Pause 
Select: Nowt 


GAME CREDITS 

• DEVELOPED BY DMA 

• DISTRIBUTED BY: NINTENDO 

• MADE IN: SCOTLAND 

• ARTWORK: c 1994 NINTENDO 
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O nce upon a time there was a little unicycle 

who dreamt of joining the circus. At night, in 
the toy shop where he lived, the 
bigger bikes and tricycles talked 
about the fun they would have with 
their new owners riding free through 
the countryside. But all his heart the 
unicycle wished for the day when he 
too could be free, free to perform in front of 
packed audiences. Or so the story goes... In fact this 
was the plot to one of the first computer animated car¬ 
toons, and a milestone for fully rendered graphics. A 
milestone that has made its way onto the Super NES in a 
race that redefines the terms whacky and wild. 

Boasting over twenty tracks of loops, hoops, and purple 
gloop, the aim of the game is to pull off as many tricks and 
turns as possible to give your speed a boost and rush you 
past the finishing line. The obstacles come thick and fast to 
hinder your path, but with talented stunt moves and a keen 
sense of timing these too can be turned to your advantage. 
Choose your competitor from either the CPU or a human 
and select your tour and track for a race against the laws of 
gravity. Saddle up and stick the pedal to 
the metal for the off! 


SCOR 

To distinguish itself from 
Uni Rally has the bonus feature 
up action. By means of the back-up, 
does the cart store all of the best lap and 
times for every track, but it also allows 
up your very own league. To set up a 
simply choose the number of players, the colours 
of the cycles, and change the names of the play¬ 
ers to suit you and your chums. 



























MOVES ANO GROOVES 

Successful stunt riding is the key to winning races, which is not quite 
as easy as it sounds! On simple courses stunts are easily integrated 
into general racing activities, but when you've got to negotiate twists 
and turns of any proportion, stunts have to slipped in between obsta¬ 
cles. The more stunts pulled, the more the cycle accelerates, so com¬ 
bos are the equivalent to a turbo boost, and are all the more essential 
in racking up points for stunt courses. But what exactly are these 
moves? Further investigation is needed. 

TWIST 

A twist or two never goes amiss 
in a handsome little mid-air 
combo, but how exactly do you 
do them? Easy. Whilst in the air 
hit the A button and the direction 
of the required twist. Voila! 



I MAGAZINE SYSTEM! 
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Never judge a book by its cover, 
or so they say. And never more 
than now is this the case. From 
first impressions, Uni Rally looks 
bland and boring — a couple of 
bikes missing a wheel chasing 
each other over what looks to be 
4 * a never-ending stick of twisty 

turny rock. But I can only assure 
you that even if it isn't much of a 
B 9 ra Pbical delight from first 

impressions, this is the best rac¬ 
ing game I have played for ages! 
The tracks, with their turns and ramps will drive you 
up the wall, quite literally, in their own devious little 
ways that make achieving a best time impossible, 
and the stunts are absolutely amazing. Pulling off 
tricks to accelerate, has to be one of the toppest 
ideas of the year. The more you get into the game, 
the more you'll realise the finer details and the 
astounding number of frames of animation that 
have gone into the cycles. Take into the considera¬ 
tion the superb battery back-up system allowing 
you to store all of the best times, and even your 
own league, and there you have it, a totally excel¬ 
lent racer. Twister city! 



TABLE TOP 

In the air tap the Y button as if 
you're doing a Z Flip, tap it once 
more to right yourself. 


FLIP 

For a cer-azy flip, hold the shoul¬ 
der button opposite to the direc¬ 
tion in which you're travelling. 




Z FLIP 

Another air move. Hit 
the X button and a 
direction to pull off 
this far out move. 


HEAD BOUNCE 

While stationary do a quick jump 
and then flip yourself over using 
the Y button. 




mmwJH 

ML 

,—,—i— 

tmmteymm 

- 





GOING FOR GOLD! 

Having trouble finding an opponent worthy enough 
to face your might? Then why not take on the pro 
racers in one-player mode. First off the mark is 

Bronsen (oddly enough named after the metal 
bronze), and if you manage to defeat 
him on all four types of course, 
two bonus tracks present them¬ 
selves to the victor. It's a similar 
situation with the other two 
competitors Silvia and 
Goldwyn. Once they're 
defeated, who knows? 
Only time will tell. 
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Unicycles 

» are pretty 
dull to 
look at, 
and habit¬ 
ually 
make 

>„■ R fools out 
of people 
PAUL D who can¬ 
not put 

them to good use. 
However, when given to 
experts, they are trans¬ 
formed into something 
amazing. DMA have 
demonstrated their 
tremendous skill 
through Uni Rally, 
proving that you 
don't need some 
half-baked 
super hero to 
make a 

game * 

great. 

Uni Rally \ 

is pure, crazy, head¬ 
spinning, gut-wrench¬ 
ing excitement incarnate. 




ZOOM ZOO 

A close encounter with 
the boost tracks and 
those tricky loops that 
leave you landing on 
your saddle. Careful 
timing of righting the 
fall saves valuable 
seconds. 

BOWL 

What does stunts 
mean? Points! It's a 
whole new ball game 
when you hit the bowl. 

Against the clock you 
must pull off as many stunts, tricks and generally 
flash moves as possible. In two-player mode, the 
player with the most points wins. 


SWITCHER 

What starts off as a 
straightforward dash 
soon comes to a tricky 
and sticky end. Use 
jumps and rolls to swap 
between the upper and 
lower tracks to gain 
tactical advantage, but in the meantime be pre¬ 
pared to witness the slicky slowdown of the dread¬ 
ed purple gloop! Only now will you realise the 
necessity to watch the colours of the tracks. When 
you hit orange — JUMP! 


MONSTER 

Welcome to the 
corkscrew bends! Do 
not, I repeat, do not 
attempt to perform any 
tomfoolery on these 
areas or you will be 
returned to the begin- 


FLAT FUN 

All out speed challenge with the 
added bonus of boost tracks to 
help you along the way. Use sim¬ 
ple stunts to keep ahead of the 
opposition. 


THE RIGHT TRACKS 

Ranging from a standard dash to hairpin hell, the 20 plus tracks provide ever 
growing difficulty and challenge. All manner of devious invention has been 
incorporated to guarantee thrills and spills galore. One minute you'll be 
hurtling at breakneck speed spinning out of control, the next zooming up a 
halfpipe in readiness for a flip. To help out with the obstacles and give the com¬ 
petitors some kind of fore warning, the tracks are colour-coded — red and blue 
indicating a dangerous change in course, and orange alerting the riders to 
gloop on the track. Let's fake a peak at what's in store for the unicyclists. 


CRAWLER 

Even the longest journey starts with a single step! 
Or so the bearded sage Confucious once said, and 
this certainly is the case when first tackling the 
world of Uni Rally. Quite frankly, any newcomer to 
the game must cut their teeth on the snail tracks of 
the Crawler. On these tracks you can experiment 
with the stunts, picking up speed, and controlling 
the unicycle on the loops, corkscrews, and boost 
tracks. 


DRAGSTER 

Start off on the straight 
and narrow. A simple 
test of speed and how 
to pick up speed by 
using simple stunts. 


SHUFFLER 

So you're starting to get a little 
more confident on the tracks — 
then move up a level to the turbo 
tortoise antics of the Shuffler. 


LOOPER 

Serious loop action demands keeping the wheel on 
the ground when hitting the boost tracks to send 
you through to the other side. When out of the 
loops look for some serious stunt potential. 


MEGA JUMP 

The track for sooper- 
dooper hip flip stunts. 
Gather some serious 
speed on the run ready 
for spin out central! 
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FLAT TUM 
IMFIMITY 




JUMPS 

A Bowl, but on a larger 
scale — Jumps is anoth¬ 
er opportunity to prove 
your worth in stunts. 

INFINITY 

The smallest of all the 
race tracks, the chal¬ 
lenge in the control of 
the cycle as you double 
back on yourself inside 
a figure of eight turned 
on its side. 


(BELOW) From the arrows you can get an idea of the kind 
of track you'll be facing. These are from the easiest level! 
Gulp! 










































WALKER 


HOPPER 






(RIGHT) Will you look at some of 
those times being racked up on 
the leader board! Can you work 
out the cunning pseudonyms the 
NMS team have used? Answers to 
the usual address. No not really. 


Hedgehogs sure get a hard time on the highways 
and byways, but this hog has been working flat out 
(ha-dee-ha) to create some twisting tubes for the 
unicyclists to ride. 


DRAG RACE 

Gloop-de-gloop fea¬ 
tures heavily in the first 
of the spiney tracks. If 
you manage to keep 
gloop-free, potential is 
here to case some pace. 


HYBRID 

Half pipe central! The 
key to speed is timing 
the flips as you come 
off the half pipes, 
avoiding time consum 
ing wipeouts. 


SHORT CUT 

No flashy name here, 
means what it says! 
if you can find and use 
the short cut before 
your opponent does. 


EAST 

Head East my son! 
Don't expect any frills, 
this is solid speed chal¬ 
lenge action, mark my 
words. 


HAIRPIN HILL 

The ultimate challenge 
with every kind of twist 
and bend thrown in for 
good measure. Keeping 
on the track is tricky 
enough — now try 
pulling off stunts for 
acceleration! 


I 


Ribbit, ribbit — now things are really hotting up! 
These are the monster tracks for the best of the 
best. Surprises jump out of every corner and it is 
extremely easy to come a serious cropper on nasty 
track designs. 


WARIO PAINT 

Wario was consulted 
when this track was 
designed hence the 
most evil of evil points 
in the middle of the 
track. If you don't gath¬ 
er enough pace you're 
history when it comes to this nightmare construction. 


CROCK 

More like dead end dis¬ 
aster! About a quarter 
of the way through the 
race you will come face 
to face with a massive 
great wall. The trick is 
to pull off a casual cou¬ 
ple of moves and then 
slide down the wall. 


DOWNER 

The final and most easy 
to fluff stunt track. It's 
downhill all the way, 
and unless you time the 
stunts perfectly wipe¬ 
outs will make sure you 
don't score any points. 


AM&X0POV o : 30. 13 
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PING PONG 

Dangerous loops are 
the order of the day. As 
you begin to acquaint 
yourself with the unis, 
try to ease off on the 
pedals and freefall 
through the loops. 

HILL CLIMB 

Just go for it! A series of 
hills allows for stunt- 
acular combos to rack 
up those high scores. 




SUPER MIN i 

miffjun o 



BREAKDOWN 

STRATEGY 
ACTION 
CHALLENGE 
REFLEXES 
ORIGINALITY 

LONG-TERM INTEREST 

HOUR 
DAY 
WEEK 
MONTH 
YEAR 


GRAPHICS 

A Ultra fast and smooth! 
Take time to check out the 
number of frames of ani¬ 
mation for the unicycles. 


T A bit on the simple side, could do with 
some more varied backdrops. 



SOUND 

▲ Excellent racing tunes 
with real pace and stocks 
of ace screeching tyre 
effects. 



Extreme challenge in 
one-player mode, and 
ultimate racing fun for 
head to head exploits. 
Excellent league system. 


T Mind you, watch out for those thumbs, 
they start to seriously ache after a while. 


OVERALL 

An unusual attrac¬ 
tion for the Super 
NES demonstrat¬ 
ing superb ren¬ 
dered images, 
and undoubtedly the best racer for 
quite some time. Buy it! 
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Use Key 


Jump 


Super Slam 


CARTSPEC 

m BY: OCEAN 

• PRICE TBA 

% RELEASE: OUT NOW 

• GAME TYPE: PLA TFORM 

• CART SIZE: 12 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP No 

• CONTINUES: Password 

• OPTIONS: Usual bits 


GAME INFO 

• GAME ORIGIN: Based upon 
the career crisis of former bas¬ 
ketball supremo Michael Air ' 
Jordan 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Reach 
Stage 4 in one day 

% ALTERNATIVES: Super 
Metroid, Flashback and 
Blackhawk 


(ABOVE) Join in now chil¬ 
dren. Behind you! 


(ABOVE) Jordan's unnatural fear of spiders pro¬ 
duces some pretty unpleasant side effects. Nnng! 


(ABOVE) Wait a minute. This hall is golden and this one's 
purple. I’m going home. My head hurts. 


GAME CREDITS 


• DEVELOPED BY EA 

• DISTRIBUTED BY: OCEAN 


) MADE IN: USA 


• ARTWORK: c 1994 EA 


HE’S GOT BALLS, 
THAT KID 

The Mickster starts each stage with just a nor¬ 
mal basketball with which to dispatch his foes. 
This is okay if it's just the weedy ones but little 
use when chucked at the larger baddies. It is, 
then, a matter of good fortune that some help¬ 
ful chap has secreted several other ball-types 
around the platform landscapes. There are 
flaming ones that scorch their way through bad 
guys like butter, purple ones that spang around 
and are useful for taking out nasties in bother¬ 
some locations and white ones that fire through 
walls. All these, and others too, have one thing 
in common - limited usage - six shots or so and 
that's all. Careful usage is therefore mandatory. 


ON A 


Hey, it's not all bouncing, 
chucking and dunking, you 
know. There are other uses 
for Mike's balls too (Missus!). 
In particular there is 
"Spiking". This is where the 
ball is lobbed ground-wards 
at great velocity from a great 
height. A necessary skill if 
you're planning to dunk at 
any time, but also one that 
can be used to clear plat¬ 
forms below of bad guys. It is 
more impressive still if per¬ 
formed with one of the spe¬ 
cial balls. For instance an 
Iron ball properly spiked pro¬ 
duces a foe-trembling mini¬ 
earthquake, whilst a spiked 
golden ball creates floor¬ 
clearing fire storm. You see, 
".can be 


playing with your I 


good for you. Arf! Arf! 




DON'T FLUNK THE 


W hat is it about celebrities that forces 
them, upon concluding a glittering 
career, to dedicate large parts of their 
time to charity? Guilt from earning huge sums 
whilst the rest of us struggle to scrape a mod¬ 
est crust, perhaps? Anyway, such is the case 
with one Michael Jordan, former Basketball 
ace with the Chicago Bulls, who, upon arrival 
at a top "char-idy" basketball match, discov¬ 
ers that all his basketball buddies have been 
captured by the evil (and somewhat mysteri¬ 
ous) Dr Cranium. Cranium's evil plan is to cre¬ 
ate the best basketball team ever - at any 
cost! So it falls to Mikey to rescue his chums 
before something really bad happens like all 
his team mates being turned into zombies. 
Which, let's face it, would be a darned sight 
more interesting really... 


% j<Q.5r 
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REVIEW 


L: Turbo run 
R: Select ball 


^ A St. Starts/pauses 
Select Select keys 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Sticky 


Slam Jump 
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(ABOVE) Funnily enough, giant 
robotic gorillas have the same sort 
of effect too... 


DUHKL 


ft I've got to 

confess that 
for the first 
half hour of 
play I hated 
this game. 
Jump, run 
and lob and 
lOm that seemed 
all. But then I 

ANDY began to 

suss out the 
tactical implications of using the 
various different balls to their 
best advantage, and began to 
realise that there were a lot of 
secret bits to explore, and four 
hours later I was still playing 
away quite contentedly. Sure it's 
not the most visually exciting 
game around, nor is it thrilling 
use of the Jordan licence, but it 
does still manage to pull the 
odd surprise or two out of the 
net and it's certainly big enough 
to keep ardent platform-heads 
happy for a while. Not bad, not 
bad at all. 


some sort of caption about Great Balls 
of Fire is almost too good to resist. 
Almost. 
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NET 

EARNINGS 

Throughout his journey 
across the Windy City, Jordy 
encounters the odd Hoop or 
two. Now these aren't just 
there to provide entertain¬ 
ment for our lanky lad. 
Indeed no, for if he fancies 
slamming one home, one of 
several interesting things 
happens. If it's a glass board 
a restart point is marked; a 
board bearing the number 23 
freezes all enemies; there are 
two types of explosive back¬ 
board that destroy enemies 
within a limited range and 
there are yer common-or- 
garden award boards that 
festoon collectibles upon the 
lucky dunker. 


Comment 


The very idea 
of Michael 
Jordan being 
characterised 
in a platform 
game seems 
like a poor 
excuse to 
make money 


from his 

Ml f Qns * 

1 Jl However 

there is much more to this game 
than at first meets the rip-off 
receptors. Special purpose bas¬ 
ketballs are good as any 
weapon with which to arm a 
hero, and they are used in some 
pretty spectacular ways - espe¬ 
cially the purple, multi-shot ball. 
Though it's never too difficult to 
find the best route through a 
level as there is little chance to 
stray from the beaten track, 
there are some opportunities for 
exploration. All in all, Electronic 
Arts have achieved the difficult 
task of mixing the excitement 
and cool of Basketball with the 
exhilaration found in the enjoy¬ 
ment of a decent video game. 
Even without the licence this 
would've remained pretty darn 
good. 
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LONG-TERM INTEREST 


GRAPHICS 

A Quite good really, 
nice intro bits in a car¬ 
toon style, well pre¬ 
sented maps of all 
areas and such. 

85 



SOUND 


A Some okay speech 
samples from the man 
himself, presumably, 
and fairly atmospheric 


▼ That repeats and repeats. 


PLAYABILITY 


A Pretty responsive, 
requires good joypad 
skills. 


54 


▼ Sometimes you've 
got to be so precise it hurts. 


LASTABILITY 


A Big in the large 
sense of the word and 
filled with puzzly bits. 


▼ Not really big 

enough to warrant the password 

system. 


OVERALL 


An odd use of 
what should have 
been the world's 
hottest basketball 
licence for sure. 

By no means the most exciting plat¬ 
form game around but a pretty 
decent one all the same. 
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CART SPEC 


• BY GAMETEK 

• PRICE: TBA 

• RELEASE OUT NOW 

m GAME TYPE: PINBALL SIM 

• C/IA?r SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-8 

• HEAD TO HEAD: Yep 

• BATTERY BACKUP: No 
% CONTINUES: No 

• OPTIONS: Table angle, music 


gople don't often talk about i— 
leir personal fantasies, more 
en than not because they're 
well, private - and probably 
ttly illega ft Anyway, of more 
ifimate" fantasies several are 
widely held; some dream about win¬ 
ning the lottery, buying an ocean- 
% going liner and cruising off into the sunset, others wish for 
stardom and adoration by millions. There are folk like Paul 
whose sole desire is to find the perfect partner in life - prefer¬ 
ably someone pink, round and with the unique ability to float 
around hoovering baddies up. Gametek would have us 
believe that there is a large section of society whose burning 
desire is to control the destiny of small* silver balls across a 
series of hazard-ridden tabletop environments. Pinball 
Fantasies is their salute to these sad individuals. I thank yob;.. 


GAME INFO 

• GAME ORIGIN: Based on the 
parlour game of bagatelle. 

SBut only very slightly... 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: One billion 


m ALTERNATIVES Pinball 


Dreams, Jaki Crush 


GAME CONTROL 


• CONTROLLER: Joy pad 

• RESPONSIVENESS: Good 


(x) Right flipper 
Right flipper 
Right flipper 


Right flipper 


Y ) Right flipper (left flip- 
^ per on D-Pad) 


Start: Pause 
Select: Nada 


GAME CREDITS 


O DEVELOPED BY GAMETEK 
O DISTRIBUTED BY: GAMETEK 

• MADE IN: USA 

# ARTWORK: c 1994 GAMETEK 


Tims TABLES 


u ■ 








, if owning one of the game wasn't enough to satisfy you, Pinball fan- 
_ tj£ies offers players four ways to fulfil their wildest ball-related dre< 

Ihis comes in the shape of four hi-speed pin-tables, each boasting 
ious unique features and intriguing ways for you to rack up those 
pointe. are as follows: 


STONiS AND BONES 

Enter the realm of the undead as you try to spell 
out the letters RIP, shoot the ramp for extra 
Scream points, use skill shots to light the skull 
multipliers. Spooky! 


PARTY LAND 

Set in the fun-filled world of a theme park, this 
speedy table sees players aiming high for extra 
points on the Sky Ride or getting in a whirl over 
the Cyclone. 
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Like its predecessor, Pinball 
Dreams, this cart has its four feet 
. firmly planted in the realms of 
toU- reality, so players in search of the 

sort of game where your ball is 
whisked away to the mythical 
land of Kerr'andokk won't find 
such action here. It's good old 
meat and potatoes "proper" pin¬ 
ball. As such the game works very 
mm 1IPI1# well indeed, the scrolling is 
MIW mm m smooth, the ball logic realistic 

and the action speedy. The four 
new tables presented here have more to offer than 
the prequel in terms of features, more ramps, bells, 
whistles and such. I do think, however, that given the 
fact that this is a Super NES and is not limited by 
normal constraints, they might have been a bit wack¬ 
ier with the table layouts, but that's a minor quibble 
about what is otherwise a decent pinball sim. If you 
liked the last one you'll like this too. 
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SPEED DEV US 

Curiously not as fast as Party Land. Top points 
are scored in this table by hitting the ramps, 
lighting the lights, bumping up the mileage and 
changing up a gear. Or ten. 


8/LL/OH DOLLAR GAMESHOW 

Perhaps the most ramp-filled table of the lot. 
The big points and big prizes are found on this 
table by spinning the wheel of fortune. Or 
something very similar. 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 



low H FAIR - 



LONG-TERM INTEREST 


IQW i fAIR iGaOB -f HIGH 


GRAPHICS 


A Smooth, speedy ani¬ 
mation, good scrolling... 


▼ looking by today's 
standards. Very Amiga- 
esque, in fact. 


80 


SOUND 


AThere's a different tune 
for each table... 


▼ ...and they're all some¬ 
what cack. 


80 


PLAYABILITY 


A Very playable indeed 
thanks to great ball logic. 


▼ A little variety in the 
tables might have been 
nice, though. 


88 


LASTABILITY 


A Not the sort of game 
you can ever finish. 


▼ But certainly the sort of 
game you will bore of. 


OVERALL 


Could have been 
a bit dafter, but ( 

as it stands a 
solid, no-non- 
sense, very realis¬ 
tic pinball simulation. Nothing 
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T here are very few things that bring sunshine into the lives 
of jaded, cynical hacks like us writers here at NMS. A plat¬ 
form game that astounds us with its graphics or originality, 
perhaps. An RPG that involves to the point that no work gets 
done, even. Nothing, however, nothing makes us smile more 
than not having to tax our brains trying to concoct clever, witty 
intros for games - we hate thinking, you see. So when both 
Game Boy and Super NES versions of Pinball Fantasies arrived 
recently, imagine the broad grin that crept across this journal¬ 
ist's face when he realised that he'd only have to write one 

intro, not two. Now 

4 ■ | I've more time for 

more serious jour- 

| | ll | nalistic pursuits, 

v ilJSpSv anyone for Mario 

A \ \ Kart?... 


This version could have been a 
lot better - it could have made 
more of an effort to reproduce 
the Super NES version for a 
kick-off. Instead we are present¬ 
ed with a game whose similari¬ 
ties to its 1 6 bit namesake begin 
and end with the table titles. 
Gone are the ramps, gone too 
are most of the good features, 
leaving just a collection of 
empty and largely uninteresting 
tables with quite the weakest 
flippers I've come across. That 
said it handles what action there 
is competently, with particularly 
good ball response, but then 
again the same can be said for 
Revenge of the Gator and the 
brilliant Kirby Pinball - both of 
which are far superior games. 
Check them out first. 


'BILLIONd 
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RATINGS 


• BY: GAMETEK 

• PRICE: £24.99 

• RELEASE: TBA 

• GAME TYPE PINBALL SIM 

• CART SIZE: 2 MEG 


GRAPHICS 


4 Neat and very clear I suppose. Not much blur - prob¬ 
ably because not much happens. 


SOUND 


4 Bleepy Game Boy efforts at the 16 bit originals 
aren't actually that bad. 


4 Very realistic ball movement, but not a lot to aim at 
and weak flippers are a pain. 


LASTABIUTY 


4 You'll always come back for the odd go or two, just 
to try and better your score. 


OVERALL 


Competent enough for an attempt at real pinball, 
but ultimately a bit boring thanks to dull table 
layout. 
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Biker Mice turn' s +baii p""" up at even the s t r ongp-sf/gpfg< 
our heroes need^fe o^fight o ff hunger in the battle^t^^aye Egr 
for a SNICKERS, LtL this fas t-action game only SNICKERS g 
hunger satisfactioji to che eseoff the competition and fin! 
Mice FVom JVlars® vid eo g jtmeonSuper Nintendo is out^g 
the end ofJan^^ if you ’ re a man or a moug®| 

©Biker Mice From Mats 1994 Brentwood Television Funnies licensed by the Beanstalk Group. © Marc 
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CARTSPEC 

• BY: KONAMI 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: SHOOT EM UP 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 2 

• HEAD TO HEAD: No 

• BA TTERY BACKUP: No 

• CONTINUES: Nine 

• OPTIONS: Sound /Difficulty 


GAME INFO 

m GAME ORIGIN: The Ultimate 
parody of the classic Gradius 
/Nemesis games 

• GAME DIFFICUL TY: Easy 

• SCORE TO BEAT: Complete 
the game in under 1 hour 

• ALTERNATIVES: The original 
Parodius, Gradius 3, Super 
Aleste, Pop n Twinbee and 
Super R-Type 


GAME CONTROL 


How many surrealists does it take to 
I change a light bulb? A: Fish. Makes not 
^the blindest bit of sense does it. But 
then, it isn't supposed to. It's a gag; based on 
those people who specialise in creating 
extremely abstract images then attempt to 
pass them off as works of art. Some refer to 
this practice as creativity, others call it crap. 

Parodius on the Super NES is a surreal kind 
of shoot 'em up, based on the classic Gradius 
series. It's brilliant but evidently much too 
crazy for the UK games playing public which is 
why certain high street retailers are now flog¬ 
ging copies for a tenner a throw. If you don't 
have it yet, but you do own a modicum of good 
sense, you'd better make the most of this offer 
while it lasts! For the benefit of those who got 
the gist the first time around, Konami have 
commissioned the very same production team 
to create Ultimate Parodius. It could be that 
they were living on the edge when they 
devised the first parody, with the ultimate 
incarnation they've leaned too far and fallen 
into the indescribable beyond. 

You have been warned. 

ICING ON THE CAKE 

Ultimate Parodius isn't just a 
great conversion, it offers more 
characters to choose from 
than the coin-op. 

Alongside the original 
sixteen - taking into 
account player-two's 
reps - there's an all new 
super sextet: 

Goemon & 

Ebisumaru 

Goemon's pedigree dates 
back almost as far as Vic 
Viper's, which explains 
why his power-ups are so 
similar. After the obligato¬ 
ry speed up the thief steals 
himself a Smash Bomb, 

Double Shot, Twin Fire and 
Mog satellites. Amass 
enough power-ups and 
Goemon becomes miniature, 
making him temporarily 
impervious to damage. 




• CONTROLLER: Joypad 

• RESPONSIVENESS: Excellent! 


Special Weapon 

Fire wea 

Select Oj 

© L: No Fui 
R No Fui 


/ 


(ABOVE) ...its eyes pop out like eggs on sticks! The panda 
stirs up lots of small toys from the floor, some of which con¬ 
tain power-ups. Steal these when its back is turned. 
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(ABOVE) When the mermaid 
lashes her tail it's time to move! 


Dracu/akun & 

Kid Dracula m 

Vampires have survived H 

for centuries by sticking 
to what they know. The 
Kid's offensive doesn't 
change much at all, he 
just alternates 

between all encom- f V 

passing 'Round' and J 

'Needle' attacks. For 
special effect Drac morphs into 
the form of a bat where he 
becomes invincible. 


(LEFT) Don't look! Don't lookI It's the 
final boss! Kid Dracula cooks prepares 


COMMENT 


The original Parodius always 

O " . stood head and shoulders 

above the seething mass that 
if used to be the shoot 'em up 

market, both in terms of 
graphics and playability, but 
most of all in originality. It 
was, and still remains, an 
inspired and brilliant one-off. 
You might wonder, then, if 
ANDY Konami are pushing it a bit in 
releasing a sequel. I mean 
surely Parodius can't be topped? Ultimate 
Parodius certainly gets 10/10 for trying. The 
graphics are bigger, bolder and, gasp, more 
cute! There are a host of wild new characters 
from which to choose - even more than the coin¬ 
op, in fact - and the bosses continue in the fine 
Parodius tradition and are by far the most 
wacked-out I've seen in any game. That's to say 
nothing of the great music that, as before, takes 
old and familiar themes to plain stupid 
extremes. Yep, everything in this game is better 
than in the last - except that, as a result of all 
this fab new stuff occurring, the game is subject 
to some quite hideous slowdown, oh, and it's a 
lot easier to complete too. However, Ultimate is 
still fun to play even if it does fall slightly short 
of the target. Buy it in the absence of other 
great shooters, but make sure you turn that dif¬ 
ficulty up first. 
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(ABOVE) Upa, darling! Stop 
tormenting the cats! 


Upa & Rupa 

He's the smallest alright, but Upa 
possesses the most awesome fire¬ 
power, with even his standard 
missiles being of the heat-seeking 
variety. Wide Shot enables the 
tear-away toddler to spit myriad 
dummies from his mush, laying 
waste to everything before him. 
Feeding Bottles comprise his 
Laser attack and he demonstrates 
an almighty temper-tantrum in 
the form of M-Crush. 


78000 


(LEFT) Her gills 
are alive with 
the sound of 



































CHEESE BEFORE BEDTIME 

With enough time, patience and continues a player's completion of the 
most demanding of shoot 'em ups is almost inevitable - which is a bit of a 
skank! In full knowledge of this Parodius Team include two special stages 
for the delight of players whose reflexes and mental stamina exceed those 
of mere mortals. The first special appears randomly and features the Easter 
Island Mother Ship from the original Parodius. Lose just one life and it van¬ 
ishes forever in all its excellence. Completing the game on a reasonable 
difficulty setting is the only way to experience the second secret stage 
where, after the credits have rolled off the screen, an especially frenetic 
bonus stage pushes a pilot's skill to the limit. 


(LEFT) A Gradius 
fanatic's dream come 
true - this very special 
stage is your reward 
for completing 
Ultimate Parodius. 
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ftyThe fact 
\lthat dedi¬ 
cated coin- 
op maga- 
zine 

&. Gamest 

recently 

l K dedicated 

an entire 
issue to 

JS^I JN Ultimate 

** Parodius is 

testament to its classic status 
in Japan. It is undoubtedly a 
magnificently planned, 
superbly executed follow-up 
to an all-time great. Big 
things were expected of it for 
the Super NES and it's a 
relief to say that most of 
what was promised is deliv¬ 
ered. The music is absolutely 
fantastic and the visuals are 
of the highest standard set 
by Konami. Only two things 
stand in the way of perfec¬ 
tion: there are examples of 
terrible slow down in places, 
making the game feel clum¬ 
sy, and completing the game 
is quite easy unless you are 
playing one of the higher dif¬ 
ficulty settings. The occasion¬ 
al glitch in larger sprites is 
forgivable when there's so 
much action on screen. 
Original Parodius is perfect, 
it is the finest example of 
Konami's skill in producing 
killer arcade blasts and the 
Super NES conversion of the 
same is flawless. Ultimate 
cannot hope to better it. 
Given the minor flaws in this 
conversion, it's still an 
incredible prize to go after, 
but only if you already own 
the original. It's doubtful 
Konami could have done this 
any better. 





BREAKDOWN 


CHALLENGE 


ORIGINALITY 


low H fair HgoooHhich 


LONG-TERM INTEREST 
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GRAPHICS 

A More outrageous in 
parts than expected, but 
always magnificent. 
Brilliant use of colour and 
glorious attention to 
detail. 

▼ Some sprite flicker in places. 


SOUND 

A Of the same high stan- » 

dard set by most Konami K 

games. Keeps in with the W 
same 'revamped classics' ^ ■ ■ « 
theme begun in the origi¬ 
nal Parodius. Well placed, crystal clear 
usage of sampled speech. 


PLAYABILITY 


A Perfectly graded learn- 
ing curve and practically MM 

placed power-ups show 
Konami's expertise in the 
production of quality 
shoot 'em ups. 

▼ Bad slow down in parts kills the 
Karma. 


LASTABILITY 

A Always a pleasure to 
play; Ultimate Parodius, 
like all great games, has 
a timeless quality. 
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▼ Once you've beaten it the first time 
you may wonder what all the fuss was 
about. 


OVERALL 

Against all odds 

Konami have t 

ported over 

Japan's most cel- “ 
ebrated shoot 'em 
up in years to the Super NES with 
just a few, niggling flaws. One of 
the best blasts money can buy. 
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C ircus performance has become something ^100^3 
of a forgotten art form of late. When the 
bowl-loosening image of a T-Rex is able 
to stomp around on the television screen, 
somehow the thought of Pedro's Fabulous 
Performing Poodles doesn't quite stir the soul. 

However a fabulous performing something or 
another that has a history of doing nothing of 
the sort - a tree for example - just 
might bring in the crowds. 

Might. 

fcfcr V!? In a far off cabin, a ringmas- 

ter-turned-magician sits impa- 
tiently by his microwave, wait- 
ing for the foul-smelling brew 
inside to boil. With just the right 
ijjglBl mix of plant food and protein milkshakes he 
% hopes to infuse the old oak outside his window 
Rfe with a prodigious talent for the flying trapeze. 
When the mix is ready, the ringmaster 
places it on his windowsill to cool off and 
promptly knocks it out onto his garden. The 
m water cycle has its way and, before anyone has 

rirj“j r \/ chance to hide the Baby Bio, every aspect of 

nature is transformed into the Next Big Thing. A 
squirrel, who now goes by the name of Mr Nutz, is 
one of the many and decides to find himself an agent. Given 
the choice of helping him or a debonair dung beetle, which one 
would you choose? 


(ABOVE) Lawks! Another one of those 
perplexing Triffid/wasp situations! 


HAZELNUT IN 
EVERY BITE 


Practically the whole plant 
and animal kingdom is out to 
spoil Mr Nutz's chances of 
success. Being smarter than 
the average sycamore seed 
Nutz is well prepared and 
has practised using his tail as 
a whip to brush away small 
annoyances. Squirrels are 
naturally pretty good at using 
Hazelnuts in self defence, 
and any that are found lying 
about are put to good use as 
* . v ....^ projectiles. 

When all else 
fails there's 
always his 
feet with 
which to 
stomp any 
oppositions' 
/ ambition 
into the 

ngr&nB ground. 


(ABOVE) Leap Nutz! Leap like the 
bright-eyed, bushy-tailed creature of 
the forest you truly ate! 


(LEFT) First I'm 
going to pull 
off your legs. 
Then I'm 
gonna stab 
yer! Thrrrp! 


Nutz is very resourceful as a character and has 
the edge over his competitors by always being 
on the look out for something extra that might 
help him prove his worth. In every situation he 
has the hunch that there is more than meets his 
eye and futher exploration usually supports this 
theory. Of course most players would rather he 
just got on with things but the chance of 
rewards such as bonus points for skill and the 
discovery of secret areas is incentive enough to 
allow Mr Nutz to fulfil colossal ambition. 


(ABOVE) Taking matters of scale into consideration , one 
thing becomes crystal clear - that is without doubt a 
blimmin 1 hu-uge spider! 


RATINGS 


• BY: OCEAN 

• PRICE: £24.99 

• RELEASE: MARCH 

• GAME TYPE: PLATFORM 

• CART SIZE: 2 MEG 


Players wishing to subject 
their talents to the video 
game equivelant of circuit 
training should take Mr Nutz 
seriously. He may have that 
designer cute look about him 
but the tricks he is required 
to perform are relentlesly 
tough. There's nothing you 
could call avant-garde about 
Mr Nutz, but it includes all 
the elements that have made 
the classic platform games of 
the past a success in excess. 
With a password system 
enabling players to revisit 
areas and extract as much 
from the game as possible - 
and there is ci lot we assure 
you - this is a difficult cart to 
put aside. One thing though, 
as this is such a perfect con¬ 
version, players who already 
own a copy of Super NES Mr 
Nutz aren't advised to buy it 
again as it's almost identical. 


GRAPHICS 


♦ Easy to see depite the high degree of detail. Decent 
looking characters animate smoothly along. 


SOUND 


♦ Very ambitious soundtracks for a Game Boy title. 
The basics sound effects ruin it though. 


PLAYABILITY 


♦ Designed by clever people for more clever people 
who get off on being cleverer than everybody else. 


LASTABILITY 


♦ Big and tough with more depth than the entire 
works of Shakespear. 


OVERALL 


An excellent platform game to take with you into 
hibernation this winter. 


Cm ms) 












































J.R.R. Tolkein's 


* Ipj ' .. ^ p .‘?,v 

The ring that has the power to decimate Middle Earth 

rywv 


must be destroyed. Fate has chosen you to undertake 

: y ' 


this epic quest. 

♦ • 

'■jsl 

Legend tells of a game for up to 5 players that can be 

F. 

* 

• ; * *|Sjs 

| - J-m 

controlled by mouse or joypad. 



Is it fact? Or is it fantasy...? 

w 
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I 'd like to take this opportunity to show a little warmth toward 
Macaulay Culkin. For he is, after all, quite brilliant. Didn't we 
all laugh at his wonderful portrayal of Kevin in Home Alone 
and, indeed. Home Alone 2. Don't deny it now. Wasn't he superb 
in Uncle Buck opposite the late, great John Candy and didn't he 
evoke heartfelt emotions in My Girl. Is it not true that Master 
Culkin is currently being considered to portray the young Luke 
Skywalker in the new Star Wars films. The lad has talent and 
anyone who says otherwise is just jealous. 


Pagemaster is the maestro's current starring role in which he 
plays the part of a reality shy youngster, name of Richard Tyler. 


So terrified is he of actuality he prefers to live out his hopes and i 
dreams inside of story books. For the sake of our entertainment I 
Richard is physically hauled into his fantasy world where he 1 
learns an important lesson before being granted a return to I 
what is real. I 

In 'The first simultaneous motion picture and video game m 
release in histor/ one player guides Richard through the worlds! 
of Horror, Adventure and Fantasy with the aim of helping him I 
escape. Game designers Probe Software have chosen the most m 
accessible format possible for Pagemaster - a platform based 
environment - hopefully making it easier for players of all abili¬ 
ties to uncover as many secrets as possible along the way. 
Scanning the surface this is something very impressive. NMS now 
reads between the lines. 

(Editor's note: The views expressed by Paul Davies about the 
"alleged" talents of Master Culkin are his own and in no way rep¬ 
resent those of the magazine and its other members of staff - 
the rest of us think Mac's crap. Thankyou) 


When Richard first arrives in the world of the 
Pagemaster he meets three new friends: Horror, 
Adventure and Fantasy. If they seem like strange 
names it's down to the fact they're all books, 
each responsible for their own 
realm. With a grand total of 74 lev 
els comprising these places it goes 
■I without saying that Richard needs 
W assistance. 


^ m Everything in Horror's world is 
mjatggmm designed to scare the wits out of 

Richard and where is Horror when he's 
needed? Asleep, that's where - in the 
land of nod! No matter, there's use for him as a 
foot stool from which Dicky boy is able to reach 
those all important bonus items. 


Adventure 

Here's another character who isn't worth the pages 
he's printed on! Adventure is so keen to discover 
stuff first that the only times Richard encounters 
him he's being held hostage by pirates! Still it Ji 
only goes to strengthen Richard's resolve. fl 


Fantasy I 

Only fantasy offers Richard any tangible help 1 
by flying with the lad slung beneath her on m 
journeys both near and far. It is Fantasy who 
raises Richard's feet above the ground to S 

search the rafters for bonus items and 
Fantasy who transports him from one land to 
another. Not one to be left out of the picture. 
Fantasy is also found lurking in Horror and 
Adventure's patches where, once discovered, she 
whisks Richard away on a special bonus trip. 


CART SPEC 

• BY: FOX INTERACTIVE 

• PRICE: £49.99 

• RELEASE: DECEMBER 

• GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD No 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS None 


GAME INFO 

• GAME ORIGIN: Film tie-in 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Complete 

• ALTERNATIVES: Super Mario 
World ; The Lion King 


GAME CONTROL 

• CONTROLLER: Joypad 

• RES PONS IVENESS: Floaty 


j Nothing 


Throw 


Throw 


L: Nothing 
R: Nothing 


Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: PROBE 

• DISTRIBUTED BY: VIRGIN 

• MADE IN: UK 

• ARTWORK: c 1994 FOX 
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STRATEGY 


ACTION 


WEEK 


MONTH 


YEAR 


Probe Software here pull out all 
jjfl( the stops and present their best 
example of character animation 
yet. Richard runs, climbs, slides 
and hangs for dear life in a way 
that matches the lauded life-like 
fluidity of Earthworm Jim. That 
success in the game is almost 
entirely dependent on exploration 
rather than defeating huge 
m fp guardians at the end of every 

stage is refreshing but it's really 
only a matter of pride just how 
much of the game you're willing to uncover. As the 
library tickets are found quite easily, all that is left 
are the exits to secret 'worlds' that usually amount to 
nothing more than a screen full of power-ups. For a 
game that is definitely aimed at youngsters who want 
to make the most of the whole Pagemaster experi¬ 
ence this is a respectable offering, however those 
looking for a challenge shouldn't lose sleep over the 
prospect of buying it. 


PAUL D. 


PAPER CHASE 

Some of the secrets in 
Pagemaster's world are found 
only by sheer luck. Occasionally 
Richard jumps into the air and 
bumps his head on a piece of 
paper that, should he dare to 
climb on top and dive into it, 
transports him to yet another 
mystery world! 


LONG OVERDUE 

Richard is required to pre¬ 
sent eight library tickets in 
exchange for his ticket 
home. Problem is they're 
scattered about the 74 
locations of the 
Pagemaster's world! The 
ticket to finding these is 
careful exploration. 




APPLES & GLARES 

To ward off the mischievous spirits that roam 
Pagemaster's world, Richard arms himself with a 
mixed bag of weapons. The most conventional tool 
is a sword, though this only becomes available dur¬ 
ing and after Adventure's stage. At the other end of 
the sensible scale are bags of eyeballs and pouches 
of magic dust , the contents of which allow Rich to 
attack from afar. Wrapping his fist around a tof¬ 
fee apple makes Richard's fingers so sticky he's 
able to adhere to 
ceilings and 
walk with his 
hands. 


BREAKDOWN 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 

hour I R H R . 


GRAPHICS 

A The Richard Tyler sprite 
is superb and the support¬ 
ing cast are cleverly 
reproduced too. 

Sumptuous use of colour 
adds to the cinematic appeal. 
▼ It rains indoors! 


SOUND 

A Fair representation of 
the soundtrack and sam¬ 
ples of Captain Culkin's 
voice to please his fans. 
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▼ Not at all astounding. You've heard 
the Super NES perform better. 


PLAYABILITY 

A Fun, with lots of scope ^ 
for discovery. 

A 

▼ Too floaty, making 
precision manoeuvring a 
real hassle. 


LASTABILITY 

A Only three stages com¬ 
prising of 74, very short i 
ievels. Finding all the I 
library tickets for a super — 
special ending just takes 
time. 


OVERALL 

A fine adaptation r 

of the film, but 

falls several chap- Jm 

ters short of being 
the greatest plat¬ 
form game ever. 
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R ichard Tyler knows nothing 
of Total Immersion 
Technology. Not yet. In all 
fairness he isn't old enough to have any deal¬ 
ings with it - let alone work out the amusing 
abbreviation used when referring to this sci¬ 
ence. However, give him a book to read on the 
subject and it wouldn't take long for him to 
grasp the idea, because Richard devotes every 
available opportunity to reading. Who needs 
the technology, Richard would argue, when 
total immersion is possible with a simple 

stretch of the imagination? _ 

Now we're all familiar with the 
scene where some tramp witnesses 
something weird, like Martians 
landing right in front of him, does 
a double take and discards his 
brown paper bag. Well after this 
episode Richard could do worse 
than say goodbye to those books 
he's been reading, because now 
the stories are no longer inside 
Ricky's head - his head, body, 
arms, legs, hands and feet are in 
the stories! 


( f OVE J if onl Y oil of today's kid 
pleased. Christmas would be less of 


is were so easily 
a pain for starters. 


THREE, FOUR 


Exciting as it is, Richard doesn't want to spend 
the rest of his life inside a book. It's a bit narrow 
for a start and people keep wiping their bogeys 
on the page as they read - something Richard 
would never do! In order to escape Richard 
devotes his time to looking for doors or anything 
else that might provide him with a way out. 
Doors are found at the end of every level, how¬ 
ever portals to other areas are found secreted 
within the levels also. These don't offer a means 
of escape, but are great places to explore 
nonetheless with extra items for collection such 
as extra lives and even more keys! 


Making the most of a bizarre 
situation Richard soon discov¬ 
ers that certain items, once 
collected, help him get by 
nasty obstacles such as - shiv¬ 
er - b-books and - spook - b- 
bats. Shoes increase the 
power of his jump for those 
all important evasive 
manoeuvres and swords come 
in handy for swishing away at 
the bad guys when hopping 
to safety isn't really an option. 
This land being totally made 
up gives Richard license to 
practice a few magic spells 
too, with powers of destruc¬ 
tion at his fingertips whenever 
an enchanted parchment is 
found. Keys are left about all 
over this place for the simple 
reason that kids, in general, 
think keys are cool things to 
collect - which they are. 


RATINGS 


demonstrates the glories 
ion Page Master. Just loo 
a of that Temple thingy. A 


• BY PROBE 

• PRICE: £24.99 

• RELEASE: OUT NOW 

• GAME TYPE: PLATFORM 

• CART SIZE: 2 MEG 


GRAPHICS 


♦ Represents the film very well, despite being unable 
to benefit from the fantastic colour. 


Probe are used to dealing with strict film licens¬ 
ing agreements. Though they don't have the 
same freedom other software houses enjoy in 
producing more imaginative titles Page Master 
provides them with many potentially exiting 
ingredients. Suffice to say they've interpreted 
the film and its associated images well in this 
Game Boy platformer. By using such a large 
sprite for the central character players certainly 
have little difficulty matching it to the image on 
the big screen. Well, as we all know by now, the 
film isn't too hot and sadly the game is flawed 
too. Control is very slippery which makes nego¬ 
tiating narrow platforms a terrible chore and 
there are many occasions where players are 
given no time at all to avoid collision with dead¬ 
ly obstacles. Younger players may well perse¬ 
vere with both the film and the game's short¬ 
comings, but the rest of us are better off leaving 
this one on the shelf. 


SOUND 


♦ Fair reproductions of the movie's score, though 
sound effects are very basic. 


PLAYABILITY 


♦ Slippery control causes no end of frustration and 
poor visibility doesn't help. 


LASTABIUTY 


♦ Only three stages comprising of levels that are over 
very quickly. The game's appeal won't last long. 


OVERALL 


As good a Page Master souvenir as you can 
expect of the Game Boy. 


(ABOVE) Mac looks in vain for his lost 
key. It's no wonder he wears glasses. 


































RIVIEW 


(BELOW) "Over here son, on me 
'ead!". "But I thought you were sup¬ 
posed to adjudicate the match , Mr 
Referee sir?" Grief. 


O uch, ouch, ouch, ouch! I'm afraid to say readers, this is 
the sound of the entire NMS crew receiving a thorough 
butt-kicking for making a right boo-boo! Last month we 
hit the streets with a review of FIFA on the Gameboy, and due 
to our own fault, we reviewed the wrong version. Doh! So here 
with the all-new, all-correct and proper version is the review. I 
thank you. 

FIFA certainly has made its mark on all formats over the past 
couple of years, and now we witness the dawn of a new era 
with the birth of the football classic on the Gameboy. But the 
question still remains as to whether compression technology 
can go to such limits? 




SUPER 







RATINGS 


FIFA is fully compatible with the Super Game Boy, news that will keep 
Super Game Boy owners happy. With it installed, the pitch turns a 
lovely shade of green and even the player's shirts have different 
colours. Cool. 


VIVE LA DIFFERENCE 

The preview copy reviewed accidentally last month 
was originally taken from the 16 Bit Megadrive 
code. To compress it down to the Gameboy's 4 
MEG a few nips and tucks have been necessary — 
unfortunately spelling an end to the action replay 
— but nonetheless, a stonking 1800 frames of ani¬ 
mation move the players around the field. To allow 
the programmers to assess the 
fluidity of movement and and ani¬ 
mation, a debug mode is includ¬ 
ed, slowing the play by up to 50 
%, and this, dear reader was the 
problem with the version we pre¬ 
viously received. 


■ COMMENT 

Okay, we made a mistake. But 
hey, it's human to err. The 
scores have been amended, tak¬ 
ing into consideration the 
improved speed and more fluid 
gameplay. But at the end of the 
day, the flicker — resulting in 
players disappearing momentar¬ 
ily; and the fact that the game 
consists of nothing more than 
slogging the ball from one to 
another, must be the primary 
criticisms. Undeniably, it's a 
brave attempt, but an attempt 
that doesn't really pay off. Not 
bad by any means, and a rea¬ 
sonable purchase for footie on 
the move. 


GRAPHICS 

♦ The programmers have made considerable progress 
since the last version . But still a nasty flicker. 

SOUND 

♦ No improvement on this front. I'm afraid to say it's 
still a series of fuzzy thwacks and peeps. 

PLAYABILITY 

♦ A vast improvement on the previous version, but still 
suffering from FIFA hit n’ hope sydrome. 

LASTABILITY 

♦ The numerous options and teams ensure that there 
is plenty to go back to. 

OYERALL 

A marked improvement on the version originally 
reviewed, but nevertheless the constant flicker 
and 'hit and hope' action mar a potential winner. 
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BASIC TRAINING 

At first you must perform basic manoeuvres using buoys. Once 
completed, you can move on to the more advanced classes and 


missions. 


S tardate:12123494:Cadet / s Log — entiy 
one. Dear Mum, having a really ace time 
at the Academy. My room's a bit on the 
small side, but at least it has an all-over body 
manipulator. But I'm not too sure about my 
room-mate P'Flan. He's Vulcan, you know. Not 
a very cheery bloke, always seems moody. 

Best keep out of his way. The tutors are all 
very nice, and I'm learning loads about warp 
engines, and how to set my phaser to stun. 

The other day we learnt the most efficient way 
to de-populate a planet using only one deto¬ 
nator. Anyhow, must dash, we've got two peri¬ 
ods of Klingon in ten minutes, and I want to 
catch the last post to Alpha Centuri. Vid you 
soon. Tommy. 

How would you like to enrol with Star 
Fleet's finest? Could you succeed at some of 
the Federation's hardest training drills? Well 
now you can test your tactical helmsmanship in 
your very own Star Trek Star Fleet Simulator. 
Starting as a novice cadet, you must work your 
way through basic training even before mak¬ 
ing it to the simulator proper. On board the 
simulator you can choose from among ordi¬ 
nary training missions, or for the more daring, 
opt to re-enact classic Star Trek episodes and 
movies. Can you make the grade? It's up to 
you cadet. 


P§[h)|]p) 


p B cal g d. 
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STAR FLGGT ACADEMICAL 

Your college career at the Academy is based 
around the main campus screen. From this point i A 
you can access all of the pre-mission and scholastic 
information you will need. 


(LEFT) Hi kids , Kirk here and aren't I 
charming. What! No it's not a wig! 
And double dumb ass to you! 


GAME CONTROL 

• CONTROLLER: Joy pad 

• RESPONSIVENESS: Good 

(X) Increase speed 


Photon torpedoes 
Decrease speed 

Phasers 


Phasers 

L Roll left 
R: Roll right 

Start: Pause 
Select: Control panels 


GAME INFO 

• GAME ORIGIN: Remember 
the impossible bridge sim from 
the first Star Trek movie? Well 
it s a bit like that. 

• GAME DIFFICUL TY: A verage 

• SCORE TO BEAT: Complete 
the radioactive ship mission. 

• ALTERNATIVES: Sea Quest 
DSV 


CLASSROOM 

The source of vital informa¬ 
tion on how to control a star- 
ship. Frequent visits are 
required if you want to keep 
bang up-to-date on the latest 
techniques. 


CART SPEC 

• BY: INTERPLAY 

• PRICE: £49.99 

• RELEASE: OUT NOW 

• GAME TYPE SIMULATION 

• CART SIZE. 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: One 

• HEAD TO HEAD: Nope 

• BA TTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: The usuals 


GAME CREDITS 

• DEVELOPED BY: INTERPLAY 

• DISTRIBUTED B INTERPLAY 

• MADE IN: USA 

• ARTWORK: c PARAMOUNT/BBC 


REVIEW 
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SIMULATOR 

The menu for simula¬ 
tions. Choose your spe¬ 
cific mission and adjust 
the difficulty setting to 
fit your ability. 


DORMITORY 

Grab a little shut-eye and 
swot up on alien cultures and 
their battleships. A real 
opportunity for Trekkies to 
brush up. 


CADETLOUNGE 

Sit down and relax with a nice hot beverage and 
some delightful chat from your fellow students. 
Here you can catch up on gossip and career 
developments, but watch for frayed tempers. 


K'V u The simulator is designed to 
f • completely immerse the 

, potential candidate in a virtu- 
C ■ al world. From the main bridge 
you can enter and re-configure 
?{} I • r all m aio r control panels in 

accordance with the mission 
objectives and survival of the ves¬ 
sel. Using the main display the 
controls to the helm and engineer¬ 
ing are available, and at the same 
4 time you can hail Star Fleet or 

incoming enemy vessels. Combat is 
made possible through careful use 
of the display and radar in conjunction with 
the phasers and photon torpedoes, but pay 
attention to the shields meter on the lefthand 
side so you don't crash and burn. 


BREAKDOWN 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


WEEK 


MONTH 


YEAR 


PLAYABILITY 


A Great fun to sit in the 
place of the captain. 


▼ Combat Control a bit 
tricky at first, and too easy 
once mastered. In-game guidance is 
often lacking. 


The concept 
of a bridge 
sim is a 
totally top 
idea, and I'm 
surprised 
that nobody 
thought of it 
before. The 
game itself is 

PAUL B simple to get 

into, and 

once the basic training is com¬ 
pleted you will find yourself 
engrossed in all of the missions. 
Saying this, while playing the 
game I felt that the game was 
not exploiting the full potential 
of both the idea and the Super 
NES. Often when embarking on 
a mission, there is little guid¬ 
ance, and for those unaccus¬ 
tomed to the TV series or the 
films, this would lead to serious 
problems. All in all, a really nice 
idea with some excellent sim 
action, but really only for dedi¬ 
cated Star Trek fans. 


By today's 

# standards 
the special 
effects of the 

-original Star 

Trek televi¬ 
sion series 
are pretty 
/ dire. 

However the 

PAUL D 'intriguing' 

plots are 

what keep fans of the series so 
dedicated. The same is true of 
Interplay's technically lacking 
but somehow engrossing Bridge 
Simulator. Players seeking the 
best example of futuristic shoot- 
em-up action are still advised to 
seek Starwing or, more recently, 
Vortex. Those 
who prefer to 
revise their 
strategies in 
depth before 
donning their 
overalls should 
choose this. 


LASTABIUTY 


A Plenty of missions to 
complete, people to inter¬ 
act with, and controls to 
master. Easy to return to 
individual missions. 


T Once the art of combat is mastered, 
the sims are pretty much straight forward. 


OVERALL 


A really good 

effort, and one of / 

the better adap- £T I 
tations of the Star " * 

Trek legend, but 

you can't help but wonder if they 
couldn't have achieved a lot more. 


GRAPHICS 


A Nicely animated mod¬ 
els of the series' space¬ 
ships. Simple icons make 
the game easily accessible. 

7B\ 

._ J 


SOUND 


A Faithful renditions of 
the tunes and FX from the 
series. 
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▼ A lot more could have 
been achieved. 
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tie Wario sprite 


GRAPHICS 

♦ Small and modciately clear. 


SOUND 

♦ Bleepy and buipy. It's the Game Boy, what do you 
expect? 

PLAYABILITY 

♦ Easy, precise and really quite ace. Flickers a bit, 
though. 

LASTABILITY 

♦ Forever in Battle Mode. Not too long in Normal, 
thunks to password system. 

OVERALL 

Criminally lacking the Muti-player loffs for 
Game Boy owners but a superb game otherwise. 


90 
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RATINGS 

• RY: NINTENDO 

• PRICE: £24 !W 

• RELEASE OUT NOW 

• GAME TYPE: MAZE PLASTER 

• CART SIZE: 2 MEG 


(ABOVE) All the 
duper explosions 


(nms) 


super 


BATTLE FOR THE BOY 

The single player option in Super NES 
Bomberman is undoubtedly brilliant, but few 
would argue that the best feature of the game 
is the fight-to-the-death four-player blast outs. 
Surely this ace feature is impossible to repro¬ 
duce on the humble Game Boy? Well it is... 
almost. Players attempting to enter the Battle 
Mode using the Game Boy's patented link cable 
will be disappointed. Why? Because it doesn't 
work. However, smart players with a Super 
Game Boy equipped with a multitap will be able 
to enjoy battle games of up to four players. 
Hardly seems fair, does it? Especially as this is 
supposed to be a Game Boy title. 


(ABOVE) OopsI Wario didn't want to do that! Silly billy. 


(ABOVE) Kicking the bombs at these 
directional arrows allows Wario to 
hide around corners as he attacks. 


I SHALL BLAST ALONE/ 

Let the similarities commence! The main part of 
Wario Blast takes the form of a one-player 
quest through a variety of hazardous terrains 
followed by evil guardian. Pretty familiar stuff. 
Wario Blast, however, does it slightly differently. 
The one-player game doesn't pit Wario against 
a series of weird and wonderful nasties; rather 
it takes the form of a scrolling Battle game 
where Wario battles against other Bombermen 
in best-of-three contests. Why, that's really 
quite markedly different, isn't it! 


M's very easy to take the cynics 
view of this game as just a 
cheeky attempt to cash in on the 
Wario licence, but what the 
heck! M's a great game by any 
name This is thanks, in no small 
part, to great gameplay that 
emulates the 16 bit versions 
very well, but mostly because of 
the inclusion of the brilliant 
Battle Mode that's guaranteed 
to ensure this title's permanent 
position in any gamer's collec¬ 
tion. Of course, no comment 
would be complete without at 
least one gripe and, alas, I have 
several. Firstly, the scrolling in 
Normal mode often means that 
you can't always see what trou 
ble you are walking into, which 
results in the odd frustration or 
twelve and, secondly, this is a 
Game Boy game first and fore 
most, isn't it? So heaven only 
knows why the powers that be 
saw fit to exclude Game Boy 
owners from the brilliant battle 
action Buy by all means, but 
think twice if your are a lone 
Game Boy player. 


RIVIIW 


F ollowing up a runaway success is always a tricky problem for 
any star. For "pop" stars it's that "difficult" second album, for 
movie directors it's the tricky sequel that usually ends up 
being crap anyway. Console stars have it tough too - how to fol- 
low up that console smash without producing the same game all 
over again (sounds like a well-known spiny blue rodent).Up to 
now we've had such bizarre outings from Nintendo stars as Mario 
Paint, Kirby's Pinball and Yoshi's Cookie to name but three, and 
now it's Wario's turn in Nintendo's latest Game Boy 
outing, Wario Blast. But hang on a mo'. It all looks 
a bit familiar, isn't this just Bomberman with a lit- 


(ABOVE) This elephantine boss tries 
to squash Wario , so keep him at 
bay with bombs. 
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W e've endured our fair share of unimag¬ 
inable agony here at NMS, especially 
where games featuring Super Heroes 
are concerned. Still, there are only so many 
carts we're prepared to kill in order to protect 
our humanity. So it is with great cunning and 
some reserve that we approach Acclaim's lat¬ 
est Super NES title, starring Marvel Comic's 
awesome Wolverine. 

Adamantium Rage is a platform Beat 'em 
up in which one player guides Wolverine in his 
search for his true identity. Despite carrying 
the name Logan, nothing more is known about 
Wolverine since he was saved from living like 
a savage in a Canadian forest. Using his full 
repertoire of moves, but at all times staying 
true to his character. Wolverine races to con¬ 
front eight of his darkest enemies. 

Bearing the Marvel logo Adamantium Rage 
is one video game that won't trash the quality 
of this exciting company's image in a hurry. At 
least this is the theory. The answer to finding 
out if this concept holds true is right before 
your eyes. 


CART SPEC 

• BY: ACCLAIM 

• PRICE: £44.99 

• RELEASE: OUT NOW 

• GAME TYPE BEA T 'EM UP 

• CART SIZE: 16 MEG 


(ABOVE) 
Wolverine takes 
an involuntary 
step back from 
Destroyer 
Program. 


GAME FEATURES 

• NO. OF PLAYERS: 7 

• HEAD TO HEAD No 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS Sound / Difficulty 


GAME INFO 

• GAME ORIGIN Based the 
Marvel superhero and top 
member of the X-Men 

• GAME DIFFICULTY: Tough 

• SCORE TO BEAT: Confront 
Lady Deathstrike 

• ALTERNATIVES: Maximum 
Carnage, The Adventures of 
Batman and Robin, X-Men - 
Arcade's Revenge, The 
Incredible Hulk 


CLAW FINGER 

By assigning players the use of every button on 
the joypad for control, Wolverine comes across 
as an especially versatile video game Super 
Hero. He uses his claws to maximum effect, 
employing two kinds of slash and is able to use 
his claws to climb vertical walls and monkey 
swing from ceilings. Where there is room to 
gather speed Wolverine performs a hard-hitting 
flying kick. In places where there is scarcely 
enough room to swing a small mammal this X 
Mutant can back fist enemies while scratching 
away at those in front of him. 


GAME CONTROL 

• CONTROLLER Joypad 

• RESPONSIVENESS: Good 


(BELOW) Finding a safe place to 
hang out is always advisable when 
finding time for Wolverine to 


L: Back Fist 
R: Nothing 


TIME TO HIMSELF 

Like anyone Wolverine benefits from a little time 
to himself; not to collect his thoughts as this 
would drive him out of his mind, rather a few 
minutes out of harm's way gives the mutant time 
to regain lost energy and his body time to repair 
itself. Regaining health completely after being 
on the verge of certain death is a unique talent 
and one players are wise to exploit. 


Start: Starts/pauses 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: BITS CORP. 

• DISTRIBUTED B ACCLAIM 

• MADE IN: USA 

• ARTWORK: c 1994 MARVEL 











seem to have 

^9^9 Iff got the bal- 

--“ ance right. It 

doesn't become so embroiled in 
the finer details of Wolverine's 
character to irritate more casual 
players, but it respects enough 


(ABOVE) Details on all the 
villains are stored in Doctor 
X's files. Look there's even 
one about Peter Barrell. 


ing goals. There isn't enough 

_ content or drama 

1 to make Rage a 
I classic, and the 
I bosses are nothing 
I special - not com- 
I pared to those seen 

I in the better 




WILDLIFE RESERVATION 

As Wolverine begins his investigations he finds he is confronted, 
not so unexpectedly, by vicious criminals. His secret is obviously 
well protected. Naturally our razor fisted hero is required to clear 
them out of the way, however to ensure his rage doesn't get out of 
control he deliberately limits himself to the amount of people he 
kills. Once this number is reached Wolverine may progress to the 
next stage without remorse and with a clear conscience. 


Conveying 
the awesome 
power and 
intense 
nature of this 
Marvel Super 


tough, but 
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comic fans a respectable plot 
and olausible means of achiev- 


(ABOVE) Wolverine 
learns that it's only 
possible to attack 
Diamond face to face. 


Konami or Capcom 
titles - but the quali¬ 
ty of presentation 
and high level of dif¬ 
ficulty are enough to 
satisfy almost any¬ 
one. Helped along 

J by a menacing 

soundtrack with some 
frighteningly clear 
sampled sound 
effects, Wolverine does more 
than just scratch the surface of 
what a great game should be 
and provides the first game seri¬ 
ous comic fans can get their 
claws into. 


MEMY LINES’! 


SCRABBLE 

There aren't many secrets for 
Wolverine to concern himself 
with, however the ones that 
exist are found by having him 
do some digging. Look for 
clues such as discolouration 
of the earth or sections of 
floor that have a different tex¬ 
ture to the rest. Health restor¬ 
ing orbs or temporary invinci¬ 
bility are typical of the reward 
he can expect. 


v!NG MUTANT POWERS!! 


(ABOVE) Hold on 
dartin'. It's me - Lady 
Deathstrike! Don't 
you recognise me? 


I ln terms of 

visual appeal 
this game is 
as slick as 
they come 
on the Super 
NES. The 
i sprites are 
, - > huge and 

very true to 

ANDY * hech °;° c - 

ters in the 

Marvel comic books, which is no 
surprise considering the compa¬ 
ny oversees any video game 
based on their work. Easily the 
most impressive aspect of 
Wolverine is the sheer number 
of moves at his disposal but 
unfortunately he isn't given 
enough scope to maximise their 
potential. Sure, he has a few 
levers to trigger and chain reac¬ 
tions to initiate during the 
course of his exploration but, as 
a whole, his task is much sim¬ 
pler than those faced by Simon 
Belmont in Castlevania or 
Knight Arthur in Super Ghouls 
and Ghosts. For the ultimate in 
X Men strategy I'm personally 
holding out for Capcom to pro¬ 
duce the goods later in the year. 




ourin 


BREAKDOWN 


LONG-TERM INTEREST 


GRAPHICS 

A Huge, colourful sprites 
prove that Marvel Comics 
are a great source for 
stunning video game 
characters. Likewise the 
backdrops are stylish and bold. 


SOUND 

A Every piece of music is 
carefully chosen to match jv, ( i 
the mood of each scene. lUl - 

It's a clever tactic often 
forgotten by designers but 
it's used to great effect here. Sound 
effects are clear as a bell. 


PLAYABILITY 


A It's fun experimenting 
with Wolverine's vast 
repertoire of moves. 
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T But disappointing once 
it's discovered that most of them are 
unnecessary - you can do just as well with 
less than half the inventory. 


LAST ABILITY 

A It s tough, so average , , 

players aren't likely to / a 

discover Wolverine's JY A 

secret too soon. 

▼ Once the mission is 
over only the most ardent Wolverine fan 
will return to savour those moments more 
than once. 


OVERALL 


Wolverine scores 
a hit, but only jCFlj 

just. Even his 

Adamantium ^ “ v 

claws aren't 

enough to scrape through mediocrity 
to attain classic video game appeal. 


^ mm. 
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^MIGHTY MAX 


I t's ludicrous! It really is! 
There just aren't enough 
television programmes 
dedicated to gardening! Oh 
we've seen Percy Thrower 
come and go and then that 
nice young girl did her bit on 
Channel Four with 'Dig' for a 
while but since then, nothing. 
Downright nonsensical that's 
what I call it. Well, alius I can say is thank heavens the Ancient 
Warriors chose Mighty Max and his ping-pong ball weapon to 
protect the world from the evil Skullmaster. If they'd sent the 
Head of Programming to sort him out we'd be in a right mess! 

Mighty Max and his minuscule partners in Prime Time 
Children's Television are about to save your sorry asses every¬ 
one, so you'd better be grateful! And you can start showing 
your appreciation by lending the team a hand. Players can 
team up if they wish, but just make sure Max, Felix and Bea 
prevent Skullmaster from extinctrifying our planet! 


REVIEW 



WRENCH! 

Skullmaster's ultimate weapon is stored in 
pieces. Not, as you might expect, stored 
in the same room or even the same 
building. Truth of the matter is they're 
not even on the same planet! The com¬ 
ponents are scattered over various loca¬ 
tions in the time/ space continuum. 
Max's job is to collect every last one 
and toss them into 
time portals at the 
other end of which is 
an air-tight security 
establishment. 


HAMMER! 

Moving the weapon pieces is an art in itself. Max 
and chums are strong enough to raise the parts 
over their heads but they cannot climb ladders or 
leap across gaps with them. As the portals are 
invariably found tucked away in a far off corner of a 
complex, er, 'Complex' the kids turn to the use of 
special mechanisms for help. Drop a piece onto a 
spring and it is pa-toinged into the rafters, a similar 
result is gained from see-saws. 

Tag a balloon onto a section 
and it floats higher and higher 
until the balloon pops. 

Conveyor Belts are good for 
sidling parts beneath narrow 
ledges. It's rotten tricky! 



Mighty Max is a cool line of toys 
and Ocean have attempted to 
retain the air of inventiveness 
that makes it so appealing. In 
theory the premise behind the 
video game makes good sense: 
the heroes aren't just stooges 
for a simple left to right scrolling 
aventure, they're given specific 
tasks to perform within certain 
guidlines and players benefit 
from having discovered the best 
solution to the kinds of prob¬ 
lems shifting a heavy object 
from one part of a maze to 
another present. Introduce a 
number of tricky aliens to make 
progress all the more challeng¬ 
ing and you've got yourself a 
great game. Unfortunately the 
response of Max and friends to 
the controls is strange if not stu¬ 
pid at times; his erratic jumping 
technique being especially awk¬ 
ward to contain. The fact every 
level demands much the same 
thought process is a bore too. 

It's a real shame, but Might Max 
just doesn't excite at all on the 
Super NES. Stick to the toys. 


RATINGS 

• BY: OCEAN 

• PRICE: £44.99 

• RELEASE: OUT NOW 

• GAME TYPE: PLATFORM 

• CART SIZE: 8 MEG 

GRAPHICS 


4 Minute, finely detailed graphics imitate the style of 
the toys fairly well. Sadly this makes for tiny sprites! 

SOUND 

4 A great opening tune - something of a rock anthem, 
in fact! Otherwise the music is without character. 

PLAYABILITY 

4 So-o, so, so frustrating! Awkward control and dull 
repetition of strategy are the major turn-offs. 

LASTABILITY 

4 Unfortunately plastic does not decompose but a 
rusty cart is sure to lose all its painful memories. 

OVERALL 

A nice idea gone wrong. Won't somebody else 
give Mighty Max a fair go at video game stardom? 


lCi&L 
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One of your Earth months on an it is time for 
us to reveal the second part to the fan¬ 
tastic Sony compo. One small thing, 
though. To all those people who 
have already sent in your entries - 
Stop, you fools! If not for our sake, for 
the sake of the trees you are needless¬ 
ly condemning! That said, lets just take 
a brief moment to remind ourselves 
what glories, what treasures are up for 
grabs. 

THIRD PRIZE: Wow! A third prize that I'd 
prefer to the first, not that there's anything 
at all cack about the first prize mind. It's one 
cinema pass for a whole flinkin' year that 
allows not one, not thirteen, but two peo¬ 
ple free access to any of the inumerate 
UCI cinemas across this island of ours. 

Free cups of tea with cinema man¬ 
agers are not included. 

SECOND PRIZE: Erk! Another 
prize that breaks all known 
prize moulds and is actually 
worth having. To 
the lucky five peo¬ 
ples plucked from our 
capacious titfer will be 
sent fabulous four-packs 
of Sony games. Included in 
this pack of marvels are the 
brilliantly animated Mickey 
Mania, the FX chip marvel that is 
Vortex, the prehistoric wildlife 
extincting Jurassic Park 2 and, best of all, Micro 
Machines - a game that, as anyone with taste will 
tell you, is a true classic and something of an eighth 
wonder of the modern world. 

FIRST PRIZE: Surely there is a limit to prize-giving 
greatness and surely that limit has been reached 
already with what is already on offer. Hah! This 
compo laughs in the face of such preconceptions and 
offers as its first prize a bang up-to-date, as seen on 
Tomorrows World Sony Mini Disc player. This compact 
contraption is able to play and record your fave raves 
with ear-melting CD quality, has rechargeable batter¬ 
ies, a ten second memory, music search, yep, even the 
headphones are included - it's that good! 

Well that should have got those compo-entering juices flowing again, 
so let's get on with those final four questions... 


QUESTION ONE: Why is it that Mickey Mouse's ears are always 
upright and circular, no matter which way you look at them? Is it... 

a. Because it's fashionable to wear them like that 

b. Because he's just had a nasty surprise 

c. They're easier to draw that way 

QUESTION TWO: Who was the famous leader of the mythical 
Argonauts? Was it... 

a. Jason Donovan 

b. Jason 

c. Jason Priestley 

QUESTION THREE: Who wrote the novel that the highly acclaimed 
and rather scary film, Juraasic Park was based upon? 

a. Michael Crichton 

b. Enid Blyton 

c. Your mama! 

QUESTION FOUR: You can't say that Micro Machines aren't small. 
The correct term for short-sightedness is... 

a. Myopia 

b. Dyslexia 

c. Speccy four eyes 


m SENSATION SIZZLES ON IN THE SECOND 

PART OF OUR SUPERLATIVE 


SIZZLING SONY COMPO PART 

Look. I don't think you quite realise 
just how much I want to win these 
prizes. I mean, just Look at how 
neatly I have clipped out this 
coupon. That should deserve some 
sort of prize in its own right: 




1 . 


2 . 


3. 


4. 


Now all you have to do is put your answers on 
the coupon provided, cut it out, scrabble 
around on the bedroom floor and try to find 
last month's coupon, stick 'em both in an enve¬ 
lope and send to SIZZLING SONY COMPO, 
NMS, 30-32 FARRINGDON LANE, LONDON, 

EC1R 3AU. 
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Start: Starts/pauses 
Select: No function 
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K lownski get in here! Sit 

down man and button that lip. Right here's the 
lowdown. Princess Honey, daughter of our 
beloved leader, has been taken hostage by that 
lowlife scuzzier Blackjack. As far as he sees it. 

Planet Klown is his for the taking. Now you know 
as well as I do that we can't let this happen. For a 
starters, the beautiful Princess has got to marry the 
thoroughly eligible Prince Saccharin the day after 
tomorrow, and secondly Blackjack has a list of 
unpaid library fines the length of my arm. We just 
can't give in to his threats, we must stand up this 
evil scourge, and yes. Kid Klownski you're our 
only hope. Time to hit the streets Kid, and don't 
forget to grab some body armour on the way out. 
Blackjack's armed! 

Nintendo's latest offering takes a whole new 
perspective on the platform genre by throwing 
their latest star. Kid Klown, in an isometric race 
against time. In his bid to rule Planet Klown, 
Blackjack has set bombs to detonate at key 
strategic points, landmarks that must be res¬ 
cued if Kid is ever to recover the Princess. Once 
the fuse is lit, the race is on, a race that resem¬ 
bles more of an army obstacle course than a 
200 metre sprint! Kid had better peg it unless 
he wants to be a klutz all of his life. 


GAME CREDITS 


• DEVELOPED BY KEMCO 

• DISTRIBUTED BY: NINTENDO 

• MADE IN: JAPAN 

• ARTWORK: c 1994 KEMCO 


STOP ttOWM 


>VE) The rnaionf/ balloons 


MMUm 


WINGS 

Collect 10 golden coins dur¬ 
ing the race against the 
bomb and it's up, up, and 
away to the bonus game. 
Sporting his newly acquired 
wings the young funmaker 
heads towards the stars col¬ 
lecting gold coins as he goes. 
Unfortunately for our hero, 
Blackjack has possessed a 
large family of 100 Tonne 
weights forcing them to hover 
in obstacle formation. What's 
more, the higher Kid Klown 
gets, the faster his speed 
accelerates. 


OH FOR THE 


GAME INFO 

• GAME ORIGIN Clowns get a 
look-in all over the shop, cir¬ 
cuses, hamburger chains, 
rodeos, so why not in a game. 
No honestly, iCs an isometric 
platform racer with clowns. 

• GAME DIFFICULTY: Tough 

• SCORE TO BEAT: 1, 235, 000 

• ALTERNATIVES: Animaniacs, 
Ren and Stimpy’s Time Warp 


GAME FEATURES 

• NO. OF PLAYERS: I 

• HEAD TO HEAD. No 

• BATTERY BACKUP: No 

• CONTINUES: Three 

• OPTIONS None 


CART SPEC 

• BY: NINTENDO 

• PRICE: £39.99 

• RELEASE: JANUARY 

• GAME TYPE: PLATFORM 

• CART SIZE: 8 MEG 


REVIEW 


GAME CONTROL 


• CONTROLLER: Joypad 

• RESPONSIVENESS Average 


X ) Jum P 


c <P 

M 


No Function 
R: No Function 




















LOAD OF HOT AIR 

Those aces aren't just left 
lying around, you know. To 
keep them safe from thieving 
paws, some clever bod has 
secreted the precious icons 
inside helium balloons, and 
only by grabbing hold of the 
string can Kid Klown hope to 
grab a winning hand. Along 
with the aces, don't be too 
surprised if you come across 
a couple of handy additions 
to your hit point count or 
even a nice shiny gold coin. 




CLOWN AND OUT 

Kid is really going to have to 
keep his wits about him when 
it comes to running the race. 
Apart from Blackjack's evil 
ploys, nature also plays a sig¬ 
nificant role in stalling his 
stride. Kid has to deal with 
hurricane winds blowing him 
off course; fire hydrants 
exploding without warning; 
and boulders tumbling into 
his path. Bear in mind every 
time Kid takes a fall the clock 
keeps ticking and the spark 
gets ever closer to setting off 
the bomb. 


(ABOVE) Oh dear, time appears to 
have run out for Kid Klown. 


* As good and 
original an 
I idea as this 

title really is, 
\ L; it has unfor- 
tunately 
turned out to 
be the gam- 
W ing equiva¬ 

lent of a bad 


ANDY 

ka _ '<■ r\ 


Men's Club 

comedian who laughs at his 
own jokes because no-one else 
will. You see the game takes up 
too much of the player's valu¬ 
able time making damn sure 
you get the joke whenever Kid 
Klown trips up, falls in a puddle 
or gets humorously crushed by a 
falling boulder, resulting in 
many an untimely demise. Bit of 
a pity really because this game 
does look and sound truly excel¬ 
lent, although I suspect, thanks 
to the stilted gameplay, specta¬ 
tors will get more from it than 
players. One for the kids really. 
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It s great to 
see a fresh 
outlook on 
the good old 
* platformer. 
j| The isometric 
view, 
although 
mind-fryingly 
confusing at 
PAUL B. first, really 
brings a 

whole new style of challenge 
and gameplay. Unfortunately 
this means a great deal of trial 
and error is necessary, and here 
the game starts to encounter 
problems. To be perfectly hon¬ 
est, the game lacks correct tim¬ 
ing and pace — Kid Klown stops 
mid level to scream at a new 
obstacle, and once hit he takes 
an infuriating couple of seconds 
to pick himself up and get 
going. For a game based on 
beating the clock, this isn't the 
way to go about it. This is a real 
shame, because the levels are 
packed with superb ideas and 
real imagination, if only had 
given more consideration to the 
gameplay. 




SUPER BOMBER 
CLOWN 

In the bottom left of the 
screen Kids progress against 
the fuse and bomb shown in 
miniature. But in the real 
world, the Kid has more than 
the clock to beat as Blackjack 
has also planted mini bombs 
to detonate along the course 
of the fuse. When he eventu¬ 
ally does reach the real bomb 
at the finishing line, only by 
using the power of the aces 
can he hope to put an end 
once and for all to the space 
pirate's pyrotechnic preoccu¬ 
pation. 


(ABOVE) Black Jack prepares to 
lay the first of five time bombs. 

(RIGHT) Peeyoo! This bloke really 
ought to brush his teeth more 
often! 
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REVIEW 


BREAKDOWN 

STRATEGY 
ACTION 
CHALLENGE 
REFLEXES 
ORIGINALITY 

LONG-TERM INTEREST 

HOUR 
DAY 
WEEK 
MONTH 
YEAR 


GRAPHICS 

A Creative use of sprites, 
colour, and perspective. A 
real looker in every 
respect. 

▼ The isometric perspective is hard to 
grasp at first. 


SOUND 

A Nifty little tunes that 
gather pace when time 
gets tight. 

▼ If only he'd stop that 
infuriating scream every time he gets hit 
or caught! 


PLAYABILITY 

A Stacks of fun to play, 
and interesting in the way 
you have to pick up a 
whole new set of rules 
using the perspective. 

▼ Argh! It's just too frustrating when Kid 
stops after being hit. Get a move on son! 


PLAYABILITY 

A A tough challenge for 
even the most experi¬ 
enced of gamers. 

T But only five levels 
doesn't bode well for long life potential. 


OVERALL 

Too frustrating 
and short-lived 
for experienced 
gamers, and too 
challenging for 
younger players, but nevertheless 
a step in the right direction for 
platformers. 


V . 
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CUSTOMER 

HELPLINE 






PH©NE 


: HALF-PINT HERO'S 
ST ADVENTURE YET 


r: a. j-jep.o ha.s to he ta.ll> only 


ONE-JNirJ fUSH a.NO TV/EL/E YEA.IiS OLD 
IS A^jW.yE A.ND RESOUftiEfUL A.STfJE 
:>r OTTr^EM. PUZZLE-PA.CKSD, iJA.DDJE- 

;tej> level*, set in jungles, 
i.NO SPA.OE STa.TJONS, sta.no 
OUP TINY A.0 VENTURER A.NO 
[ORY. A. fA.NTA.STJi SPLJT-SiREEN 
PLA.YER OV 


Mighty Max © 1994 Bluebird (UK). Nintendo ®, Super Nintendo Entertainment System™, 

The Nintendo Product Seals and other marks designated as “TM" are trademarks of Nintendo. 
SEGA and MEGADRIVE are trademarks of Sega Enterprises Ltd. 


OPTJ ON, LETS YOU 
r.NS A. FRIEND PLa.Y MA.R, 
TELIA OR EJEa.. OUTa.RE YOU 
SIS ENOUifJ FORTfJE JOii? 


* Calls cost 39p min (cheap rate), 49p min (at other times). Maximum call length 7.5 mins. Max charge (cheap rate) £2.93. Max charge (at other times) £3 














Right then you lot! Christmas is just about over now and Santa Claus is back scoffing his super 
fat cakes in the North Pole. So stop rolling around the room with a Cadbury's Selection Box in 
your gob singing Jingle Bells and get to playing Nintendo! Besides, if you're really that hooked 
on celebrating there are two Konami games of your choice in the offing for anyone who's skill 
enough to provide the NHS with the mother of all gaming tips. Nyaa, see - that made you spit 
out those chocolate rice crispies! Interested? Here's where to send your efforts: I'LL TRADE MY 
SOAP ON A ROPE FOR THOSE KONAMI GAMES!, NHS SMALL TIPS, NMS, PRIORY COURT, 
30-32 FARRINGDON LANE EC1R 3AU. 


We stay in Donkey Kong Country for a-whole- 
nother month for the sake of this excellent 
cheat. It's widely known by now, we're not 
pretending it's news or anything, however it 
really is the best thing to happen all month. 

To access a secret bonus cave, from which 
every bonus stage in the game is reached, 
press D, Y, D, D, Y when Cranky Kong is seen 
playing his gramophone during the intro 
sequence. That's it. Simple, eh! Only thing is 
you have to reset the Super NES to exit. 


ACCESS ALL BONUS STAGES 

DONKEY KONG COUNTRY 


SUPER NES 
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HELP SYSTEM 



SUPER SHORT CUT 

STUNT RACE FX 


SUPER NES 


★ ★ ★ 


We suspected shortcuts existed, but are 
shamed to say we haven't discovered any¬ 
thing quite so amazing as this one from Jon 
Rhodes. It's found in Harbour City as you 
approach the second half-pipe section. 
Another section of the tack is seen in the top 
left-hand corner of the screen. Drive over the 
left wall of the half-pipe, heading in the 
direction of the distant track and your car 
lands with the finish line just ahead. Though 
it's okay to try this with any vehicle it's far 
easier to attempt this stunt with 2WD. Well 
Jon, this trick is so cool it's won you the 
Konami games, so give us a call to tell us 
which ones you want. Congratulations! 



We like Noorman Marzukhi's style. We really 
like his name. Heck, we even don't mind this 
bizarre cheat he's sent in for Earth Worm Jim, 
showing the deranged image of the game's 
programmer. At any stage, pause the game 
and press Y, A, B, B, A, Y, A, B then START. 
Yes, he really is that mad. We ought to know 
'cause we've spoken to 'im! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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NINTENDO HELP SYSTEM 


LEVEL SKIP 

THE LION KING 


SUPER NES 


★ ★ ★ 


The notorious A Nonny Mouse slipped this one 
in the humane mouse trap this morning, after 
taking the cheese. The rotter! Press B, A, R, R, Y 
on the option screen - apparently it's the name 
of a programmer - and a level select appears. 



ACCESS CODES 

SMASH TENNIS 


SUPER NES 


★ ★ 


To play as Mark in any of the tournaments in 
Smash Tennis, Namco's Super Tennis beater, 
enter these spicy passcodes supplied by A Currie. 
America Open: XBAAYAXA 
Asian Open: AYAAYXYA 
Australian Open: XABAYAYA 
European Open: AXBAYXAA 



SOUND TEST 

SUPER RETURN OF THE JED! 


SUPER NES 


★ ★ ★ 


Finding these cheats for Lucas Arts 7 spectacu¬ 
lar Star Wars series doesn't stretch the force 
over much; they're all so similar. Graham 
Duffy called to tell us how pressing and hold¬ 
ing A, B, X, Y, L, R and DOWN after pausing 
the game reveals a sound test. 


LEVEL SELECT 

JURASSIC PARK 


GAME BOY 


HOTLINE CHEAT 


Andy reckons Level Selects are dead useful - 
so he can cheat we expect! Well here's 
another one to keep him happy. On the high- 
score screen press UP, DOWN, RIGHT, UP, 
DOWN, LEFT and SELECT. Do this twice and 
press START, SELECT, A and B to skip through 
the levels. 


SECRET OPTION SCREEN + HARDER GAME 

KIRBY’S DREAM LAND 


GAME BOY 


HOTLINE CHEAT 


These are just a couple of old cheats included 
to help anyone who received the Kirby Pack 
for Christmas. For a secret option screen 
press DOWN, B and SELECT on the title 
screen. Here you can select extra energy and 
lives for Kirby. A harder game is accessed by 
pressing UP, A and START simultaneously on 
the title screen. There's also a secret room 
found in level four. Instead of entering the 
door with the moon over it, guide Kirby 
around and up so he is standing in front of 
the moon. Press UP and he enters a room 
where he finds a mint leaf. Swallowing this 
grants him more energy and lives. 



SOUND TEST 
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FIND AND FINISH THEM ALL!!! 

MORTAL KOMBATII 


GAME BOY 


★ ★ ★ 


Every Game Boy owner has David Moncrieff 
to thank for his tidy list of Fatalities in MK II. 
All together now: 'Thank you David 
Moncrieff. Thanks a lot. We thank you.' 

Scorpion: Holding Block press Up, Up then 
Punch. 

Liu Kang: Down, Towards, Away, Away, 

Kick. 

Mileena: Hold Kick for three seconds. 

Shang Tsung: Holding Block press Up, 

Down then Punch. 

Reptile: Away, Away, Down the Punch. 

Sub Zero: Forward, Forward, Down, Kick 
then Forward, Down, Forward, Forward then 
Punch. 

Kitana: Block, Block, Block then Kick, 
iax: Holding Kick press Towards, Towards, 
Towards and Punch. 

Hidden Characters 

There's more too from David, who tells how 
to find secret characters Smoke and Jade. For 
Smoke press down and Start when the 
Toastie man appears. Locating Jade involves 
using only the kick button to win the match 
before the question mark on the map. 




SOMETHING ODL 

Q*BERT 

) 

GAME BOY 

HOTLINE CHEAT 


For something described by the hotline as 'a 
somewhat different experience' press RIGHT, 
UP, B, A, DOWN and UP on the title screen! 

FIGHT AS SAME CHARACTER 

RAGING FIGHTER 


GAME BOY 


HOTLINE CHEAT 


Another cheat revisited, for he benefit of all 
those who aren't aware of any decent fight¬ 
ing games on the Game Boy other than 
Mortal Kombat II. Konami's Raging fighter, 
despite being sluggish, has great characters 
who possess cool special moves. Anyhow, to 
fight character vs same character press UP, 
UP, DOWN, DOWN, LEFT, RIGHT, LEFT, 
RIGHT, B, A on the title screen. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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Last month Danny Boutros, he of the bottom¬ 
less pockets, revealed some far out tricks for 
Williams' superb Cruise n' USA. Little did we 
know that, in the meanwhile, young Daniel 
was also sharpening his techniques for Killer 
Instinct. Even if your local arcade doesn't 
have a Killer machine installed, keep this 
information handy because you're sure to 
need it when the game is released on Ultra 
64 later this year! 

T = Towards, DT = Down Towards, 

D — Down, DB = Down Back, 

B = Back. 


FATALITIES 

TJ Combo: T X 4 then MP/ MK 
Jago: T X 3 then LP 

Glacius: 

D, T, DT, D, DB, B then HK 
D, T, DT, D, DB, B then LK 
2 X Yoga Flames (Half circles 
through Back to Towards) then HP/ 
HK 

Spinal: B X 5 then MK. 

Orchid: D, T, B, then LP then 
HK. 

Fulgor: B, DB, D, DT, T then HP 
(Distance = 2 charas away). 
Meltdown: B X 4 then LP/ 

LK. 


20 HIT COMBOS 
TJ: B, T, MR B, T, LR 
Jago: Half circle through T to B then 
HK, MP X 2, Half circle through 
T to B then LK. 

Glacius: B, T, HR MP X 2, 

Half circle through T to B then 
HR 

Spinal: T, T, HP + HK, 

Quarter circle through D to T 
then HR 

Orchid: B, T, HK, B, T, HK. 

Thunder: B, T, HP, B, T, LR 
Fulgor: B, T, HK, LK, LK, LP in rapid 
succession! 

Sabre Wolf: B, T, LK, HP, HR B, T, LK. 
Riptor: B, T, MK, HP, HR B, T, LK. 

LAST BREATH 

When your fighter looks like being 
down for the count, tap all six buttons 
quickly to regain a sliver of energy. 


YOU THERE! 

Though we get 
hundreds of entries 
for this section every month, 
only a small fraction are 
totally unique. We're now 
awarding extra special, 
can't get anywhere else 
prizes to people whose 
tips or cheats haven't 
appeared any where else. 
You know what we mean! 


I FATALITIES, ULTRA COMBOS & LAST BREATH 

KILLER INSTINCT 
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PLAYER'S GUIDE 


Last month we left Batman brushing off the debris from his 
cloak after a relatively trouble free encounter with Catwoman 
in a dark, Gotham alley. His struggle in the greater scheme of 


things is far from over: Two Face is attempting the robbery of 
Gotham City Bank and, fast as he is at running, Batman's only 
hope of catching him is with the Batmobile ... 


A 


I 

i. 


TROUBLE IN TRANSIT 


To break up the action, a car chase is presented throughout which 
Batman races against the clock in pursuit of Two Face. The chase is 
over quickly, and Batman works to a very strict time limit. 




Bfll&mt 



Dad da way! 

Timing is crucial when taking corners as 
getting snagged causes delay, as does 
slamming into the rear of a civilian's car! 
Shift the Batmobile over to the far side of 
the road to gain the best line of approach 


Hoods' hoods 

Two Face's 'family' members block the 
Batmobile's route. Blast them away! 
Meanwhile ensure Batman makes good time, 
following the direction arrows as he goes. 


Two Face 

From his car Two Face tracks the Batmobile 
with his missile launcher. Dodging this, 
Batman drops mines in the Batmobile's 
wake. When Two Face passes in front, shat¬ 
ter his rear windscreen. 


j*. 




PERCHANCE TO SCREAM 


Scarecrow has turned the citizens of Gotham City against Batman. 
Poisonous gas, released from the Scarecrow's Blimp, has befuddled 
their senses to such an extent that they are actually assisting 
Scarecrow's men in their scheme to stop the Dark Knight! 


Behind the mask 

Ensure Batman is wearing his gas mask at all times. The green 
smog doesn't turn him against himself, of course, but it's still deadly 
stuff none-the-less. 

Party poopers 

For somebody who spends his day standing in a field, getting cov¬ 
ered in guano and having mice nest in his trousers Scarecrow still 
retains a sense of fun. The balloons he releases into the skies of 
Gotham are filled with yet more poisonous gas. Unless he punches 
or kicks these away Batman is in for a few nasty-smelling surprises. 


Next time! 

Batman is penalised for hitting innocents so, to resist temptation, it's 
best to keep him out of their way altogether. They have a tendency 
to grab hold of his arms allowing Scarecrow's hoods to stick in a 
few punches. 
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Look, no net! 

After exchanging fisticuffs with Sarecrow's security patrol, Batman 
undertakes a leap of faith from the back of the blimp, employing his 
grapple to swing beneath the aircraft. Use the momentum of the 
swing to propel Batman over to the right, only letting go of the 
grapple when he is in full flight. The drop is too sudden for him to 
compensate for any mistake. 



Hay bailing 

The whole Scarecrow ordeal is nowhere near as complicated as it 
first appears. He may have a three-way shot at his disposal but all 
Batman needs to do is repeatedly jump-kick the sack of weeds in the 
parsnip. When timed correctly these attacks meet with no resistance 
whatsoever; Scarecrow barely having time to draw his weapon. 




RIDDLE ME THIS 


Brain, not brawn, is the answer to solving posers set by Riddler in 
the Minotaur's maze - only some of the solutions require Batman to 
ask himself the questions first! It helps to remember that all is not 
what it seems. 


Dead end? 

It isn't long until Batman finds he cannot 
travel any further through the maze - or so 
it seems. By using his infrared visor he is 
able to discern between actual walls and 
those that are optical illusions. One bomb is 
all it takes to break the spell. 



A floor in the argument 
It isn't long until Batman finds he cannot 
travel any further through the maze - or so 
it seems. By using his infrared visor he is 
able to discern between actual walls and 
those that are optical illusions. One bomb is 
all it takes to break the spell. 


Riddle me this one 

In answer to the American geography ques¬ 
tion, the simple solution is to choose the 
curved line. Riddler provides the reason why. 



Floored again 

Careful not to activate the very next ques¬ 
tion mark Batman comes to - it's yet anoth¬ 
er booby trap transporter and the wall on 
the far side is a fake! 

Noodle doodle 

In answer to the Riddler's final question - 
about billions of eyes, millions of ears and 
such - Batman answers H*B*. This is an 
abbreviation of Human Brain. 


Riddle me this one too 

Choose the Key of C; it has no sharps. 

Geddit? It's all to do with music apparently. 



Goldie Horn 

There is no set rule to defeating the mino- 
taur, other than to deal as many blows to 
its bulk as possible before it tramples 
Batman under foot or reduces him to 
minced morsels. Only one tactic seems to 
work in the face of all the desperation, and 
that is to trick the beast into attacking one 
of the walls allowing Batman to land many 
punches on its back. 
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ueaa enaf grates surrounding squares at random. The squares also collapse 

As Batman discovers, much to his chagrin, solving the minotaur under Batman's weight. It's tricky alright but, so long as Batman 

maze is only half the solution to Riddler's evil test. On a giant chess keeps jumping, he can time his leaps across gaping chasms more 

board Batman is required to run for his life as Riddler calmly disinte- easily and prevent tiles beneath him from breaking prematurely. 



THE GAUNTLET 
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Those villains who escaped Batman with their lives have all gath¬ 
ered in a warehouse outside of town and it is here our hero enters 
into the final struggle for Gotham City's freedom. 



The Penguin 

Minus his terror-copter Penguin is no match for Batman. A jump- 
kick to Penguin's face immediately followed by a swift flurry of 
punches to his gut floors the fat fowl. Penguin allows this to happen 
three times before raising his brolly and flying into the rafters. 

When he lands Batman repeats the previous technique until 
Penguin submits. 

Scarecrow 

Using exactly the same tactics as before, Batman beats Scarecrow to 
his gun with repeated jump kicks to the nozz. 


Clayface 

Soft as putty is a phrase that springs to mind as Batman lays waste 
to the man made of paste. The best way to attack Clayface is to 
have Batman crouch nearby and chop at the monster's legs. Move 
him away after about three seconds, or four hits, to avoid 
Clayface's 'slip' and rolling ball attacks. 

Catwoman 

The girl still hasn't learned any new tricks and is a sucker for every 
flying-kick Batman chooses to place. Just remember not to time the 
attacks too soon, otherwise Catwoman kicks back. 




Man Bat 

First seen hovering in the distance, Man Bat's first line of offence is 
a Mode 7 styled swooping attack. By luring the mutant into the cen¬ 
tre of the screen Batman gets a couple of hits in before the winged 
one glides in from the left or right, making it easy for our hero to 
bounce him way with punches. Repeat the routine roughly four 
times and Man Bat flys away. 




The Joker 

Only nerves could prevent Batman from emerging victorious from 
this encounter with the Wile E Coyote inspired Joker witnessed 
here. Sporting a new fangled jet-pack the goofy villain looms from 
above with a final threat of P-A-l-N for Batman then flies in from 
both sides of the screen, hoping to catch his prey off guard. It 
doesn't happen of course, our hero being ready with carefully 
placed jump-kicks to Joker's head. 




It's only a matter of time before the jet-pack malfunctions leaving 
Joker to sprawl on the ground. He retaliates Batman with vigour but 
his fake flower fumigator and pathetic punches are futile against 
Batman's skillful rolls, throws, kicks and hooks. 


It all depends... 

The ending to the game is affect¬ 
ed by the difficulty setting select¬ 
ed at the start. Should you have 
chosen EASY or NORMAL Batman 
is uncertain that he has solved 
Gotham's problems for good. 

Complete the game on HARD 
however and Batman celebrates with Alfred, reminiscing over his 
outstanding performance courtesy of some choice action sequences. 
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So you licked da Minor Circuit, Champ. Licked 'em good too, I see. You made yourself 
a name and earned some respect, dot's good. A fighter needs respect if he's gonna 
make it to da top. But you don't need me to tell you dat a pat on da pack ain't about 
ta get you past da bruisers in da Major Circuit, let alone da World Circuit. That's why 
I'm here, bud - ta make sure you're still here when dat final bell rings; not with your 
dozy head in da never-never land. 


Okay den Kid, on wit da video so we can see who dey got lined up for you first... 
Hooo boy, he's a doozee! 


(BELOW) Look at Bob - he can't see a thing here and his left 
side is saying ’please hit me'. Always use low punches at 
first, with the intent of taking the wind out of him, but don't 
hold back from hitting Bob in the face once he's dizzy! 


BOB CHABLIi 

The dreaded Bob Charlie has a weak stom¬ 
ach, so well timed power punches to this 
area causes his legs to buckle. Practically 
every technique Bob uses relies on pre¬ 
dictable uppercuts, so dodge these and get 
ready to counter with a body punch. When 
Bob chooses to surprise you with some swift 
body punches of his own just keep still and 
maintain a low guard. As a last line in 
defence Bob retreats to the ropes then swag¬ 
gers toward you while charging a slow but 
hard hitting uppercut. Lean back out of its 
way then land a hefty power punch to his 
body to sap his energy. 



IaKWd 
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(BELOW) Keep your cool when Bob starts to Jive because 
when he punches , he usually aims low. Hold your guard 
until... 



Bonus 1 1 080 
SCORE 10330 


(ABOVE) Bob is one of the last of the fighters you meet who 
is susceptible to being TKOd after just two knockdowns. This 
is only possible using power punches though and this 
means some nifty footwork on your behalf. 


(RIGHT) ...you get the opportunity to stun him with a hook 
to the body. Once he's dazed you're free to do anything! 
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42 DRAGON CHAN 


SCORE 


DRAGON CHAN 

Chan doesn't have the first clue about tra 
ditional fisticuffs, so it's easy to make him 
for really simple tricks. Try enticing him 
open his guard with a little body punch 
for example, Chan falls for this one every 
time. A swift hook to the body and 
Chan lunges clumsily forward as you 
dodge then stick him with one again. Easy 
Early on in the first round Chan sneaks 
cheeky jump kick. It's tough to predict but 
Chan does give himself away by freezing 
slightly first. After dodging to the side lay 
him with some punishing body blows. It 
doesn't take long for Chan to realise that 
your boxing skills far exceed his own and 
decides to leap from the turnbuckle with a 
devastating Flying Kick. Sometimes he delays 
his take-off time so quick reactions are neces¬ 
sary to lean back quickly once he's airborne. 
Immediately after he's landed set about his 
head and body with many punches, hopefully 
finishing the flourish with a power punch to 
knock him out. 


fall 


to 


into 
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(TOP) Don't get cocky when Chan flies toward you with this 
kick. Just lean back and wait for your target to land. 

(ABOVE) These jump kicks , however sharp, are far easier to 
avoid - simply because you can see Chan's comer giving 
him advice a mile off! . 

(LEFT) TAKE THAT!!! He'll get back up, it's guaranteed, but 
he's in such a state he's practically finished already. 


r*? ; - 


(TOP MIDDLE) Chan is impatient and doesn't wait too long 
before chancing his arm. Always go for the stomach once , 
he's finished his little tantrum. 
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(LEFT) Masked Muscle isn't demonstrating the size of his 
biceps here, he's trying to knock you out! He swings like this 
three times, so keep back until he's finished then: BOP!!! 


(SMALL STAR) No matter what you try it's impossible to hit 
Masked Muscle when your vision is blurred. He knows this 
to catch you with every technique in his book 
dirty tricks. 


STAR) Oops! He'll remember that one 
morning, so he will. 


Te 
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MASKED MUSCLE 

It's rumoured that the Masked Muscle is so 
grotesque his own mother wouldn't kiss him 

night. So now it's your job. Not with your 
you dolt - with your fists! He's big and 
clumsy but so powerful he can knock you out 
with two blows, so you can't afford to get 
hit hardly at all. Counter his uppercuts 
with hooks to the body, occasionally mixing 
them up with punches to the face. See 
his head leave his shoulders like it's 
made of elastic! Just when it looks like you're 
ng the better of him, Muscle's corner 
tell him to spit in your eyes, that's when it's 
time to dodge aside. If he blinds you with his 
gob, keep rocking to the left so as to avoid 
the flurry of hooks and jabs he tries to catch 
you with. Blurred vision or not, Muscle tries to 
sneak in a head butt or three. With practice 
you'll come to recognise when he's about to go 
for it. When he does don't try to block, just 
dodge to the left. As soon as he's upright let 
him have a power punch to the features! 


(MAIN PIC) Tsch - disgusting! And he v 
such a charming young boy. 
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SANDMAN 

''Give him full power now champ!" These 
words will haunt you as you lie in a hospital 
bed if you don't know how to handle the 
Sandman. Though he seems nothing more 
than a walking punch bag in the opening 30 
seconds, once he's on the offence it's like 
being in the ring with pair of Jack-Hammers. 
Repeated punches to the stomach, between 
dodging the occasional hook to the body, are 
enough to put Sandman on the canvas once, 
especially if you manage to down him with a 
power punch. Better still if you sneak in a few 
in rapid succession. However it's time to draw 
on all your reflexes to dodge clear of his dev¬ 
astating three hit combination of hooks. 
Thankfully Sandman gives himself away by 
showing off a little before he lets fly. Dodge 
to the side three times then come back with a 
power punch to his fat gut. Don't ever try to 
hit Sandman in the face, or he will uppercut 
your sorry ass into the lighting rig! 


Bonus 
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(TOP) Dodge these monster uppercuts, unless you savour 
the thought of having false teeth nestling inside a wire jaw. 


(ABOVE) In the opening seconds Sandman offers very little 
resistance. Perhaps he's just hamming it up for the punters? 
Maybe he was having a snooze in tjie changing room only 
five minutes before the fight? 


(TOP RIGHT) Or there's q chance he can't digest hjs food 
and needs some help? 


(RIGHT) Whatever's wrong with him , there’s no holding back 
once his corner have given him the go ahead to let rip! 
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(ABOVE) Stay sharp when guarding against Aran's-prized 
routine. So long as you manage to block four punches in 
succession you'je okay. Watch out for the uppercut though! 


(TOP RIGHT) When Aran grabs you he saps your energy 
and regains some of his own. No matter how man/ltimes 
he does this, though, it's never enough to drop a fighter to 
the canvas. 

(MIDDLE) Shake him to his boots and Arqn turns his back 
on you for a secohd or two. This means he's about to give 
you a hug. Yeargh! Get away! Get away! 

(BOTTOM) 'Jah. Ugh. Zzeyone seen me glasses. UghXUnh.' 



ARAN RYAN 

Aran is a tough kid and won't fall unless he's 
hammered into submission with power 
punches. Counter his left and right hooks 
with ones of your own until you have enough 
energy to shake him with a knock-out punch. 
He won't go down but you know you've hurt 
him when his corner tell him to grab you. 
Whatever you do don't allow this to happen 
because his hanging onto you saps your 
energy. Instead swing out again with another 
knockout punch as he turns to face you. It 
helps to keep swing once more immediately 
after you've knocked Aran away to improve 
timing. Should you fail to connect get ready 
to dodge the uppercut Aran tries to sneak in 
when he lets go then punch him the heck 
away! Occasionally Aran gets really furious 
and retreats to the ropes to vent his anger 
before sidling over to let rip with a deadly 
combination of high and low punches. 

The first time he attacks protect 
yourself in this order: Low, high, 
low, high, low, high, low high then 
lean out of the way of his upper¬ 
cut. Punch him twice to the body 
and once to the face then protect 
yourself in this order: High, low, 
high, low, high, low, high, low then 
move aside to avoid his hook. Again hit 
twice to the gut and once in the face. Better 
still use a knockout punch to sort him out. 
Don't ever let up in your assault on Aran, he 
only has to go the distance and he wins by 
default. You have only three minutes to 
punch his lights out! 


(/VMS) 62 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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Always look for where Heike is unprotected. 
Unlike the majority of good fighters Heike is 
always wide open somewhere - the left side 
of his face and right side of his body are the 
best places to go for when you're not sure. 
Whenever Heike swings to the left he's guar¬ 
anteed to swing over to the right again so 
make sure your head's not in the way if you 
fail to knock the wind out of him between 
times. Also there's no point trying to nail 
Heike when he's in the middle of his five-hit, 
jab/hook combo. Just dodge every punch as 
cleanly as possible then strike. More often 
than not Heike gets stunned when he is 
stopped in his stride with a body blow, so use 
this opportunity to hammer 
K A ^ him with a power 

/n /y punch to the jaw or a 

V.series of rapid 
power punches to the 

___ stomach. At the 

— t \ point where Heike 

L -—«•?—r allows his hair- 

* . do to take over, 

move to the left 
' Y*J and then backwards to 

A avoid the two swishes of his silver 
" mane. When Heike begins his 

mirage dance stop him with a stomach punch 
and follow this with a knock-out punch to the 
face. Should you fail to stop him in his tracks, 
hold back on the offensive until you see what 
he's about once he's come out of it. Getting 
whipped in the face is the only major concern 
when confronting Mr Kagero. 


2 "HE I K0 'K AGERO 


BOROS 

SCORE 24© lIMfc 


imfCT 4*> ”40 


SCORE 


(LEFT MIDDLE) Don't try anything when Heike swishes his 
hair at you. Unlike this clever sod who’s soon to find himsell 
staring at Heike's boots. 


BIMMIS 22 V©© 
SCORE 730 


(LEFT BOTTOM) Tee hee, 'left bottom'. 'Bottom' geddit? 


can shake Heike from 


Jr) Get the timing right ai 
Mirage Dance everytime. 


(ABOVE) What is it with these fighters, don't they know what 
sit-ups are! Honestly, you could blow on this guy's stomach 
and he'd collapse. Why, I can manage 500 crunches in less 
than a minute. Go on - punch me in the stomach! 


ROOMS I 7900 

SEORl *760 MM 


BONUS ltJL>EJU 
SCORE 64 (3 tmmf 


We want the pleasure of beating the fitness 
freak champ to be yours, so Mad 
Clown is the last guy you're getting 
help with. Besides, in some cases, this over¬ 
weight, overdecorated oaf can prove ^ 

more difficult. Like Bear Hugger in the Minor 
Circuit this Mad Clown finds it very amusing 
whenever somebody tries to hurt him with 
body blows. This narrows a fighter's chances 
of success down by at least half, however it's 
possible to turn Mad Clown's arrogance 
against him. He has to stop to chuckle, so if it 
looks like he's limbering up for an especially 
painful attack jab him in the gut to make him 
laugh this way he goes back to protecting his 
face instead of hitting you. When your power 
punch is primed, set it up with a jab to the 
face only be prepared to side-step the Mad 
Clown's retaliation. Juggling antics always 
lead up to MC's bombarding you with giant 
ball-bearings, painted red. The best way to 
avoid these is to remain central until you 
know which way they're going. 


liMilipwwi 


(TOP) Chin the clown as 

many times as possible before he settles into 

his prize winning, knockout performance. 


(TOP RIGHT) Avoid having your ear drums sucked out by 
leaning out of Mad Clown's way. Unlike this poor sap. 

(RIGHT MIDDLE) Oh dear, only a sliver of energy left and 
now he’s brought out the juggling balls again! 


(BOTTOM) Oops, didn't want to move over there! Just in 
case this guy survives, it's wise to remember that Mad Clown 
follows the third set of balls with a clap to the ears. So stay 
well back when he somersaults toward you! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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PRACTICE MAKES PERFECT 11 

Alright lads, there are several things you 
ought to know before today's match. Firstly, 
in EASY and NORMAL modes the CPU team 
players tend to stand off and rarely foul. In 
HARD mode, however, the CPU players get 
stuck in with sliding tackles so it is easy to 
draw them into fouls by turning your back 
on them just before they tackle - 

presto, instant free kick! 
Next, practice using 
the Manual Goalies 
as the auto ones can 
be beaten easily. It is 
also wise to learn how 
to use the Type B con¬ 
trol method, this allows 
you to switch between 
players - not necessari¬ 
ly the player nearest the 
ball. Suffice to say mas¬ 
tery of this makes for a much faster game. 
Always, but always make sure you substitute 
players before kick-off. The reason for this 
being that there's always a weak player. It is 
also useful to know that the famous Konami 
cheat (UP,DOWN, 

UP, DOWN, LEFT, 

RIGHT, LEFT, 

RIGHT, B,A) 
restores a team to 
full, bouncing 
health. 


PICK A WINNER 

After all that it comes to choosing your 
team. With each team comes a brief sum¬ 
mary of their skills and shortcomings. In 
order to get the most from your chosen 
squad try to play them in the manner 
described. So, if it says that a particular 
team has strong wingers, fer gawds sake 
use 'em. Here is a brief run-down of the 
more notable features of the better teams: 
SPAIN: The speed and power of their strik¬ 
ers is legendary. Unfortunately so is their 
innacuracy, so don't be surprised when you 
see your shots sponging off the woodwork 
from three yards out. 

BELGIUM: Hey, they've got to be famous 
for something and in this game it is the 
powerful kick of their goalie. He is capable 
of tonking the ball well clear of the half¬ 
way line so is good for those fast-break 
attacks. 

GERMANY AND ROMANIA: Both teams 
play the Sweeper system so are very good 
to play as, as it it is hard to take them by 
surprise. For the same reason they are 
equally hard to play against. Germany 


also have the two most accurate Strikers in 
the game. Which is comforting to know. 
BRAZIL: Everyone's first choice and it's 
easy to say why. The words "Ball" and 
"Sticks to your feet like glue" spring to 
mind. They also have the best all-round 
skills. Try not to pick them every time 
though. It gets really boring. I know 
because I do it. 

COLOMBIA: If Germany have the most 
accurate strikers, Colombia have the 
fastest. Morillo in particular is great at set¬ 
ting up those goal-scoring opportunities. A 
word of warning, though, try and score 
before half-time because the whole team 
are useless in the second half. 

ITALY: There's a Baggio lookalike in there 
somewhere and he's very useful. Otherwise 
this team's strong points are a solid mid- 
field and the best defence. 

HOLLAND: Do I not like orange! I do, 
however, like this squad - good all- 
rounders and the strongest kicking team in 
the game. Their Strikers can bang one in 
from just short of the half-way line. 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


A PLAYER’S GUIDE 


There are more football sims than unem¬ 
ployed football managers at the 
moment. However, a good football sim 
always pulls in the crowds. International 
Superstar Soccer is most certainly a 
crowd pleaser, but before you set about 
chanting, the boss would like a word in 
the changing rooms... 
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TACKLING 

Sliding tackles are effective most of the time, 
providing you time them right. A word of 
warning though - any sliding tackle from 
behind will result in at least a foul and possibly 
a yellow card. Using the B button performs a 
charge tackle which means the player commit¬ 
ting himself stays on his feet. It also has some 
cunning potential. If a defender looks to tricky 
to carry the past, move in close, pass to him, 
charge tackle immediately afterwards and 
before you know it he's behind you! Another 
great technique to use is a sliding tackle in the 
opponent's box. A sliding tackle against a 
defender may result in a goal because the 
keeper can't react in time. 


nrittiest of parties. The bicyc 

attempting to make a tackle. 


CORNERS 

Corners taken from the top right or bottom 
left are easier to score from. Just before the 
corner is taken there is the chance, for both 
defence and attack, to select a player in the 
box at which to aim. Two quick taps to the 
right or left (depending on position) with 
the D-pad will give you the chance to curl 
the ball in. Press X to take the kick. 


When the ball is closing in on your man in 
the box press X again and direct the D-pad 
diagonally up. With some luck your man is 
up, heading the ball into the top left corner 
of the net. From the other two corners the 
cross is generally deeper but when it works 
out expect to see some spectacular diving 
headers. 
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START SHOWING OFF 

As any financially devious or stressed out 
manager will tell you, it doesn't matter a jot 
unless the players on the pitch are on form. 
And the players on the pitch aren't on form 
unless you are, so here's a guide to develop¬ 
ing some practical skills and a few crowd 
pleasing tricks: 


EES do Le Tissier-esque long-shots is a skill you'll want to 
feet Jerqen the Holland number 12 is the best for this. The long 
^fbeSe from about 30 yards out and all the skill is in how 
, use the D-pad. Once unleashed, press up and to the right to get 
. ball to dip. To add spin, follow this with a little wiggle up or 


n. Even if the keeper stops the ball, the spin causes to it jump out 
is hands and is set up for a bright attacker to fo»ow in on the 
>und This always works best using the counter attack tactic 
on. To keep the^hot low simply hold the D-pad down when mak- 

chnt. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 












































W e all fear that day... A 
time when the video 

M m recorder will insist on 

■ I HI wm m mM W taping the programmes it 

wants to watch, a time when 
the television torments those 
watching it by refusing to show 
anything but repeats of day¬ 
time quiz shows, a time when 
stereo's across the earth play 

only Kenny Loggins albums in unified celebration of their inde¬ 
pendence! These are the seeds in the circuit. This is the begin¬ 
ning of the rise of the robots! 

Who can save us? Well, Mirage have put their faith in J 

Cyborg, that part-man-part-machine hero who has to quell the 
ominous uprising. His mission sees him taking on five robots, 
each one more intelligent and powerful than the last. Both 
Cyborg and his opponents have a range of special moves to 
utilise, the aim being quite simply to deactivate before you' re 
deactivated. In two-player mode, player two gets to choose one 
of the five enemy robots and take on Cyborg. Oh/and just to 
keep the atmosphere suitably virile, the game features some 
classic air-punching anthems from the king of permed hair 
himself 


MMMi jnni 


Brian May 1 


TAKING THE METAL MICKEY 

In the Mission option there are five robots to tak^on in a specific 
sequence moving from the weakest to the strongest. Here's a quick 
low down: « 

LOADER: This is the weakest of the robots and shouldn't be very 
difficult to overcome. Its loading arms, one of which is a very large 
knife, means that he has quite a good reach though. 

APE: A robot used for building things. As a result it has huge and 
very powerful arms. It is low in intelligence though and its move¬ 
ments are clumsy. 

CRUSHER: Used for dismantling, Crusher has two very agile and 
destructive arms. Its special move sees it lurching forward with its 


robotic arms and twisting its pincers. Aim for its head 
is its most vulnerable spot. 

MILITARY: This robot is of unspecified origin but is 
known to be used for military purposes. Naturally 
it means it's very hard. Look out for its Vega like 
claw and roll attack. 

SENTRY: This is a security droid and hasn't a single j 
weakness in its huge metal frame. It's fast, agile 
and very intelligent, and has a devastating flip 
kick. It makes the Mitchell brothers look like the 
Beverley sisters! 


because this 



CINEMA 

There is an option which gives you the chance to 
choose whether or not to have the Cinematics on. 
This may all sound very grand but all it amounts to 
is a half decent animation sequence showing the 
enemy robot entering the arena of combat. 


VMMENT 


There's a book being released 
by Penguin Publishing in con¬ 
junction with Rise of the Robots. 

My advice is buy the book. In 
fact, I think I'd have preferred to 
review the book! It's fair enough 
having a mechanical theme but 
when it's matched by the action 
it's something to worry about. 

The screen shots might lead you 
to believe Rise of the Robots is 
worth checking out, but as soon 
as the bouts begin it becomes 
obvious that these tin men don't 
have a heart. The sprites are 
large but they move with all the 
ease and grace of a pension 
queue. The special moves aren't 
really special at all - you end up 
spending most of the time using 
simple kicks and punches. What 
seems the most frustrating thing 
though is that, whether you're 
playing a one or two-player 
game, someone has to play as ' 
Cyborg. Rise of the Robots? King j 
of the flops I think. 
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RATINGS 

• BY ACCLAIM 

• PR 1Cl £69.99 

• RELEASE: OUT NOW 

4 GAME TYPE: BEAT EM UP 

• CART SIZE: 32 MEG 

GRAPHICS 


4 Large well drawn sprites I'll grant you. Worth your 
while in intro sequences. 

SOUND 

4 Brian May in the area.oh dear. 


PLAYABILITY 

4 Sticky, stuttery and mind-numbingly tedious. 

INSTABILITY 

4 Out of the box, into the machine, start it up, turn it 
off. 

OVERALL 

A disastrous beat 'em up that proves about as 
entertaining as watching paint flake. 
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RATINGS 


• BY: RAGE 

• PRICE: £24.99 

• RELEASE: OUT NOW 

• GAME TYPE: FOOTBALL 

• CART SIZE: 2 MEG 


GRAPHICS 


4 Surprisingly large for the Game Boy, reasonable ani¬ 
mation too. 


SOUND 


4 Tragic muffly kick and crowd noises. Oh well, it does 
at least try. 


PLAYABILITY 


4 Good range of kicks und fairly pacy too. Can get a 
bit confusing at times. 


LASTABILITY 


4 Friendly matches, leagues etc, and not too easy 
either. No two-player option. Bah! 


OVERALL 


Well-rounded, cleverly thought out and, 
above all, fun to play. Best Game Boy soc¬ 
cer game around. 


FAMILIAR 

If you're being overwhelmed 
by feelings of deja-vu, fear 
not. Soccer, you see, is not a 
new game at all, rather it is a 
retitled version of Elite's 
World Cup Striker. Why 
Nintendo saw fit to hold this 
title back until six months 
after the world cup is a total 
mystery, but here it is anyway, 
pretty much in its original 
form complete with a slightly 
truncated but still impressive 
24 international squads from 
which to choose. More 
impressive still is the fact that 
each team has a full 16 man 
roster and, blimey, you can 
even recognise some of the 
names too. Well, those of 
them you can actually pro¬ 
nounce. 


(RIGHT) Finding his team 
on the wrong end of a 
humiliating defeat , Klaus 
decides to try the good old 
eight-balls-on-the-pitch-at- 
once trick. 


T he creative heads of the marketing company sat, bodies 
arched over the table, brows beaded with sweat, the 
room, lit only by a single 60-watt bulb, fetid. Facing them 
the enormous problem of naming the great new product that 
lay on the table before them. Without a proper title it would 
have no presence on the shelves, nor would it capture the 
public's imagination. In short, it would not sell. It had to have 
a great name - the RIGHT name... 

For hours they sat motionless, waiting in silence for the 
elusive mistress of inspiration to bestow upon them her 
favours when, like a bolt from the blue an answer arrived; 
Gladys the tea lady walked in on her mid-afternoon rounds, 
passing the ad-hoc comment as she laid out the biccies - 
"Ooh, is that a Soccer game, my son plays on Sunday morn¬ 
ings you know". 

Soccer! They would call it Soccer! Why, it was as if the 
answer had been staring them in the face all this time. 

With that they charged Nintendo their normal fee of 
£235,000 and gave Gladys the sack. How the creative 
mind works, eh... 


I was beginning to think that 
the noble sport of footie could 
not be reproduced on the 
Game Boy, that was until 
Soccer came along and 
changed my opinion. The fact 
that so much has been 
wedged in to this 2 meg cart 
without compromising playa¬ 
bility is something of a testa¬ 
ment to the programmers' 
skill. The sprites retain the 
same proportion as they did 
in the original 16-bit version, 
meaning that the action is 
easy to follow, although it is 
not always clear who's in pos¬ 
session, the pace is necessari¬ 
ly slower, but not to the 
extent that it becomes a drag 
to play and the range of 
moves, kicks and aftertouch 
are all here too. In short, this 
is the best soccer sim on the 
Game Boy to date, despite 
not having a two-player 
mode and the fact that, no 
mater which team you select, 
they all look the same. Ah 
well, you can't have every¬ 
thing. 
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(LEFT) Football 
dirty tricks num¬ 
ber 2: The dying- 
swan-from- 
Swan-Lake 
distraction tech¬ 
nique. Get's 'em 
every time... 


OPTIONS R US 

One of the great features of the original Super 
NES was the sheer amount of player options 
available. I'm pleased to report that these seem 
to have survived translation pretty much whole¬ 
sale. Obviously, due to the limitations of the 2 
meg cart and monochrome screen, somethings 
have had to go, there aren't as many formation 
and tactical options for example, but enough of 
the good stuff remains so as not to spoil the 
action. The goalkeepers can be tweaked to alter 
their cat-like abilities, the wind speed can be 
altered from gentle summer breeze to howling 
gale level and there are three game speeds too. 
My personal favourite is the option that allows 
the player to weight the game heavily in their 
favour, guaranteeing a big win every time. 










































NMS VISITS HUDSON SOFT Hi 



NMS UNVEIL THE NEXT € 
NMS EXCLUSIVELY Hi 


Bomber Man is just great isn't it! Small 
cute robots chasing each other about, 
dropping bombs and generally blowing 
everything to bits. What could be more 
fun? Simple: Taking toads of days off 
work and flying to Japan to meet the peo¬ 
ple responsible that's what! Clutching a 
guide to Japan ‘speak’ in one hand and 
enough Yen to bribe a Tory MP in the 
other NMS headed off to the Far East to 
; pay a visit to Hudson Soft 


PANIC BOMBER MAN 


Despite being very different to play than the rest of 
the series, Panic retains those essential elements 
that make playing Bomber Man such a thrill: The 
music, the colour and the EXPLOSIONS! Hudson 
Soft's R&D have taken a good look at what makes 
the most popular puzzle games 'tick 7 and devised a 
dynamite four-player alternative. Bomber Man pitch¬ 
es his cunning against the world's super villains as 
only Hudson Soft can imagine them and eventually 
finds himself in Outer Space where he confronts the 
very beings who implanted Albert Einstein's brain to 
make him a genius! 


m SUPERB ARCADE CONVERSION HITS THE SUPER NESl! 
USE THE MULTI-TAP FOR FOUR-PLAYER BOMB BATTLES!! ^ 


NOTHING UP MY SLEEVE 

Magic tricks helped elevate Tetris into something much more than 
matching shapes in Battle Gaiden, and Panic Bomber Man uses 
similar devices to make life - or death - more interesting. Players 
can add extra gravity to an opponent's play area causing helmets 
to fall much faster, freeze time or transform helmets into useless 
blocks that take an age to dissolve. There's much more of course 
but we don't want to ruin the excitement just yet as the game's 
release is still a long way off. 


(ABOVE) The 
scenes behind 
the action 
change to 
increase the 
drama. 
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BIG, BIGGER, BIGGEST 

Bombs are the vital ingredient that make Panic Bomber Man signif¬ 
icantly different to the likes of Puyo Puyo, Crazy Cross and 
Hebereke's Popoon. In all situations bombs are used to clear space 
for the player to line up more Bomber man helmets. The majority 
are de-activated and are placed in strategic positions among the 
helmets until a live bomb falls into play which is then used as a 
trigger to blow everything away. Skilled players can wipe most of 
the screen with just one, cataclysmic chain-reaction! Clearing rows 
of helmets also increases the size of a reserve bomb that, once 
primed, looms huge onto the play area and is used to eradicate 
everything it touches! 


ENERATION BOMBERMAN GAME 
VEAL HEW HUDSON SOFT GAME* 

/"lL 

WHO DO YOU 

THINK YOU ARE!! ,——Efl 


FOR 1995!! 


Until the release of Bomber Man last year 
most people probably hadn't even heard of 
Hudson Soft - they have only a handful of 
titles available on the Super NES at the 
moment after all. If you read NMS regular¬ 
ly you'll also be aware of Hudson's 
European headquarters that was estab¬ 
lished in London recently. What you didn't 
know though is that they are one of the 
largest software producing companies in 
Japan and rank alongside such giants as 
Konami, Namco and Capcom. Since the 
release of Loderunner on the NES in 
1984, Hudson Soft have been responsible 
for nearly 200 games for every 
console imaginable, including 
such classics as Jackie Chan's 
Kung Fu, BC Kid, 

Adventure Island and 
the Bomber Man series. 


(ABOVE) As you can see , all 
the boss characters are very 
conservatively dressed in 
Panic Bomber Man. 


(LEFT) Gnnh! There's not a 
thing you can do when the 
opposition freezes the action 
on your side of the screen! 


BATTLE ACROSS THE GLOBE AGAINST BOMBER BAD GUYS!! 


WHO WILL SURVIVE !N A FOUR-PLAYER FRENZIED FIGHT?! 


Marketing a new product in Japan is apparently a lot 
tougher than programming them. This is due mainly 
to the sheer numbers of console games released each 
month. Japanese games players were able to choose 
from an additional 70 new Super NES games that 

CONTINUED NEXT PAGE.. 


(ABOVE) 
The skull in 
player one's 
window means 
trouble! 


(LEFT) Yeah , well 

the bullet belts are just for show. We all know this 
guy uses bombs to get the job done! 
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were released in December alone! It's for this rea¬ 
son that Hudson Soft have offices spread throughout 
Japan to handle all the sales and promotional activity 
required for new products. However, if NMS were to 
find out more about the companies software develop¬ 
ment and get there peepers on Hudson Soft's forth¬ 
coming Super NES games then we needed to travel to 
there head office situated in the snowy climes of 
Sapporo, North Japan. 


Under the watchful eyes of our gracious Hudson guide 
Taeko Makanae we arrived at the head office drooling 
at the prospect of hours of Hi-Ten Bomber Man hi-jinks 
Ushered past the guard dogs and coin collec¬ 
tions belonging to Hudson Soft President 
Kudo. NMS eventually found it's way to 
the R & D section, the home of Bomber 
Man! It was here that The Bomber 
Man' was created back in the 1980's 
for the NES and took six versions of the 
game on various formats before becom¬ 
ing Super Bomber Man, the first Super 
NES multi-player game released in 
1993. The game was a monstrous hit 
allowing four players to take part in 
frenzied battles that would keep your 
fingers glued to the joypad for hours! 

The success prompted Hudson Soft to 
develop a sequel, the recently released 
Super Bomber Man 2 and early this year 
bomb dropping fans can look forward to 
Super Bomber Man 3 (five-player!) and 
Panic Bomber Man (a Puyo Puyo style 


puzzle game). 



HAGANE 


USE NINJA WEAPONS AND SKILLS AGA 


1995 is going to be a big year for Hudson Soft. A very big-and- 
scary-Ninja -armour-plated-with- pockets-f u 11 - of-dangerous- 
weapons kind of year, in fact. The reason for this is the April 
release of Hagane, their forthcoming Future-samurai platform 
blaster. So when a Hudson Soft representative came into the NMS 
offices recently and offered us an EXCLUSIVE look at this hot item, 
the least we could do was accept. I mean, it's not like he had a 
huge Kendo sword pointed at our nether regions or anything. 
Honest... 



(LEFT) ' Cripes\ 
















HU NKAAAH!MUHKAAAAH!!I 




(LEFT) Can't tell what's 
going on here at 
all. Perhaps it's 
just as well! Eek! 
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JUMP, JUMP, HAGANE WILL MAKE YOU 

The sword-wielding skills of even the most 
average Ninja warrior have become the stuff of 
legend. Little, however, is known of their jump¬ 
ing prowess; a matter that Hagane intends to 
put right. One press of the jump button and he 
jumps accordingly, a la platform standard 
method. However, press the button twice, mak¬ 
ing sure to keep it held down on the second 
press and watch the boy zoom off in the direc¬ 
tion of your choice. Try this technique against a 
wall or platform and Hagane rebounds 
upwards off it. Very handy for climbing those 
tight vertical corridors. 


OVE) ^ ^ th ° han ° ° f »ese Ollies, 


SPRAWLING FANTASY ADVENTURE ACROSS FIVE STAGES! 


CONTINUED NEXT PAGE... 


NST THE ENEMY" 


(RIGHT) Every 
hideous boss in 
Hagane is a 
human trans¬ 
formed by 
arcane magic. 


IS THAT A THROWING DART IN YOUR POCKET? 

Ever wondered why it is that ninjas have such baggy trousers? It's 
to fit in all the weapons they must carry in order to vanquish their 
foes. Hagane is no different either, and sports a splendid pair of 
strides within which he keeps the following weapons: 


SWORD: Nothing too mystical about this, it's just yer average 
slashy-hacky-chop-your-enemies-into-a-thousand-pieces affair. 
Effective only at very close range but always there when other 
weapons run out. 

CHAIN SPEAR: The ninja equivalent of the humble yo-yo. Not quite 
as entertaining if you're on the wrong end of it, though. And you 
wouldn't want to walk the dog with it either. 

THROWING DART : Unlike the previous two, this weapon must be 
collected to sustain it. Great for clearing away those pesky air¬ 
borne enemies, or those patrolling higher platforms. Moderately 
powerful. 

EXPLOSIVES: Probably the most versatile of Hagane's weapons, it's 
rapid-firing, long-range and somewhat large in the devastation 
department. There are plenty of 'em around too. 

SMART BOMB: Larger still in the devastation department is 
Hagane's Smart Bomb. Unsurprisingly his pockets can't hold too 
many of these - they leave an unfashionable bulge, you know. 
They are collectible, however, and should be used against the 
biggest and baddest bosses only. 
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EXPLAIN THAT AGAIN! 

Hudson Soft's director of R&D, Nakamoto Shinich 
explained that Bomberman was originally designed 
for a single player and the Bomberman we know 
today is a completly new concept by allowing sever¬ 
al players to compete together. But just how many 
players is enough? Well the five player excitement 
of Super Bomberman on the Super NES has now 
been eclipsed by the incredible 10-player Hi-Ten 
Bomberman that has just been developed on 
Hudson Soft's new Hi-Vision system. Hi-Vision is 
the first 10 player (possibly more in the future) 
games machine that has been designed specifically 
for use with high definition televisions. The system 
hardware is purpose-built equipment that includes 
a personal computer and a large Hi-Vision monitor. 
The monitor allows for superb picture quality and 
the picture's wide aspect ratio (16:9) has made it 
possible for 10 people to play simultaneously. NMS 
were then invited to play Hi-Ten Bomberman with 
the rest of the R&D department making up the 
numbers. The question you're all probably asking is 
whether it's any good? Well, it's brilliant! The mas¬ 
sive screen and 10 players racing through a maze 
makes for the most amazing multi-player games in 


SMRMm 


Bomber Man '94 - doubtless the best 
incarnation of Bomber Man ever written 
- number three in the Super series has 
scope for five players to compete simul¬ 
taneously. Graphically it is the most 
splendid, emitting that certain some¬ 
thing which games players cannot turn 
away from. In fact if a game were cho¬ 
sen as testimony to Hudson Soft's com¬ 
mitment to quality, Super Bomber Man 
III says it all. 


SUPER B 


existence. NMS had to be dragged away 
from the machine and if the Hi-Vision sys¬ 
tem ever reaches these shores then we're 
sure the same will happen to you! Keep 
your fingers crossed. 


HUMAN HUDSON 

Hudson Soft has just become the first soft¬ 
ware company in Japan to become 
involved in the Stop Aids campaign. The 
campaign is designed to educate young 
people by introducing information about 
the condition through popular forms of 
entertainment like pop music, television 
and computer games. The information is 
presented by popular characters designed 
to attract people's attention and is proving 
to be a big success. NMS would like to be 
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SAY HELLO TOLU I 

For the unititiated out there, Super Bomber Man III isn't 'that one 
with the kangaroos' - they're called Lui. A Lui is a magical creature 
invented by Hudson to make getting around more exciting for 
Bomber Man. There are five different breeds of Lui which, once 
tamed, get BM from A to B in double-quick time; jump blocks; kick 
blocks; kick bombs or just dance. Yes dance! The benefits they 
offer are over and above the usual quota of power ups, so imagine 
the scene when all players are fully kitted out! It's crazy! 


TEARJERKER 

Just to impress the point that, aside from 
the recently released Illusion of Time 
from Nintendo, Super Bomber Man III is 
the most beautiful looking game you're 
ever likely to see on the Super NES. 
Divided Trivial Pursuit style between five 
worlds, there is more distinction than 
ever before between levels with more 
ingenious traps and devices to exploit as 
part of the deal. NMS really cannot wait 
to bring you the review of this magnifi¬ 
cent game. 


MffffJMMJf 3 


NEW BOMBER, 


\ CHAR *c 

USE THE KANGEROO LUT TO BEAT UP ON YOUR / 


■PLAYER FUN FOR ALL THE FAMILY, OR SOMETHING? 

|W> yr-*^** 1 B 

THE THIRD GAME IN THE CLASSIC SUPER NES SERIESi 


the first to congratulate Hudson Soft on there partici 
pation in the campaign and hope that other compa¬ 
nies follow there example. 


■ MORE IN STORE 

■ What with so many Bomberman cartridges heading 
our way it's easy to forget about the other games 

r 1 Hudson Soft have planned for the Super NES. The 
first release is the superb platform slasher Hagane 
7 A which you can expect to see in March. If you're an 
PFj PPG fan then you be more than happy with 
pCjy Crystal Beanz, a Dungeon Master style game that 
is the first four-player adventure game! Other 
games for release this year include the return of the 
J League for more soccer thrills and BC Kid is planning 
an even wackier sequel to his latest adventure which is 
reviewed this very issue. Some topper titles which when 
bundled with the Bomberman games makes for a very 
impresssive line up. Looks like 1995 will be a good year 
for Hudson Soft! 
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Greetings noble warrior, ‘tis / Threngor of the planet 
Throng! / have been sent on a quest by my father to enlist 
your help in returning the humble people of my land to 
good clean wholesome yak-rearing folk. All / can offer in 
return for your help is the golden teaspoon. Sound famil¬ 
iar? The plot to many a good helping of RPG is usually 
based upon someone or other’s father doing a bunk in 
search of either fame and fortune or to save the planet or 
village from the impending force of an evil warrior, or two. 

So how come they're big in Japan and the States, and not over 
here? Everyone knows Zelda sold big style in this country, and 
when Secret of Mana hit the import shelves converters became 
the essential Super NES accessory. RPGers certainly get a rough 
deal this side of the great divide. Here to set the record 
straight is an NMS look into the strange and mystical world of 
RPGs, with a view to the future and our fingers firmly on the 
pulse of the big Japanese developers, and what they have in 
store for us over the coming months of 1995. 

RPG? YOU WHAT GUV!? 

Quite honestly there can't be a Super NES owner who can hold up 
their head and say they've never heard of the Legend of Zelda. But 
regardless of whether they've heard of the game, do they understand 
the principle of an RPG? The uninitiated are missing out on a whole 
new world of Super NES gameplay where the player interaction is 
brought to the forefront. Unlike platfomers and sports sims, the pres¬ 
sure isn't built into a timer, but rather by the player's desire to com¬ 
plete the quest in as short a space of time as possible. What lies 
ahead for those unacquainted, is one big Pandora's Box of delights. 


SOULBLAZER 


T o start the ball rolling on the RPG 
extravaganza, where better to 
begin our quest than with 
SoulBlazer? Set in the classic Action 
RPG style, the hero of this adventure 
is in fact not of the world he has to 
save. The young SoulBlazer in ques¬ 
tion has been sent to the planet 
plagued by Deathtoll, an evil and 
all-consuming tyrant, to put an end 
to his vicious plans. 

Being a stranger to the world, 
the Soulblazer is going to have to 
do a darned sight more communi¬ 
cating and investigating than your 
average RPG hero as everything he comes 
across is unfa¬ 
miliar. The 
world is at your 
fingertips as you 
travel from trou¬ 
ble spot to trou¬ 
ble spot elimi¬ 
nating the vari¬ 
ous demons who 
have incarcerat¬ 
ed the flora and 
fauna. With the 
growing popular¬ 
ity of RPGs in this 
country, does 
Soulblazer have 
the HP to survive 
a bout with the 
likes of the Final 
Fantasy series? 


ONLY TIME WILL TILE 

Blessed with more pace than your run of the mill RPG adventurer, the 
hero is needless to say going to require something slightly more sub¬ 
stantial than just his plates of meat. Thanks to the masters on high, 
SoulBlazer has the use of some very handy magic tiles to transport 
him not only to save points, but also to restart locations throughout 
the world. What's more, from the central save point you can move to 
other sections of the planet in 
search of the remaining mystical 

brown stones. 8 h M 


TALK TO THE 


FLOWERS 

In times of trouble when you 
need a helping hand, who better 
to ask directions than a friendly 
tulip sitting in his plant pot. 

These chaps offer advice and 
guidance in their own peculiar 
fashion, sometimes in riddle and 
sometimes straight up. Above all 
interaction with all of the local 
inhabitants is essential, whether 
they be goat, crocodile, or just 
plain shopkeeper. 


As I've already suggested, RPGs 
are thin on the ground in this 
country, but thankfully this is a 
trend that is set to end with the 
likes of SoulBlazer hitting our 
shores. Although not as sub¬ 
stantial as the Zelda or Final 
Fantasy series, Soulblazer is is 
mighty good hack and slash 
with a stiff set of puzzles to boot. 
Initially some gamers might find 
the constant barrage of enemies 
from their portals a tad on the 
samey side, but break through 
the early stages and you will 
find yourself transported into an 
imaginative and challenging 
adventure. A must for all starv¬ 
ing RPGers across the land. 


RATINGS 


• BY: ENiX 

• PRICE: £44.99 

• RELEASE: FEBRUARY 

• GAME TYPE: ARPG 

• CART SIZE: 8 MEG 

GRAPHICS 


4 Your standard RPG overhead perspective, but topped 
with some fantastic touches. 

SOUND 

4 Very cool tunes that succeed in not grating the 
atmosphere of the game. 

PLAYABILITY 

4 Really top control system being both swift and 
responsive. Certainly no dragging of heels, here. 

LASTABIUTY 

4 Plenty of worlds and locations to explore, stacks of 
items to recover, a fine quest. 

OVERALL 

Not in the same league as Zelda or Final Fantasy 
for sheer depth, but SoulBlazer is still a top 
quality RPG that is well worth snapping up. 


Soul Blazer 
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Originally entitled the Illusion of Gaia in both Japan and 
America, Nintendo are set to release Illusion of Time in 
good ‘ol Blighty in the next couple of months. Undertaking 
the personna of a young scoundrel name of Will, the play¬ 
er must embark on a quest to find his lost lather. So the 
story goes, many years before, Will had been travelling 
with his archaeologist dad only to be separated in a freak 
natural storm. In a bizarre twist of fate, Will made it back 
to the village, but his father was never to return. 


ILLUSION OF TIME 



DIAMOND GEEZER 

The local currency is always something handy to have in your pocket, 
especially when you come across the shady gem dealer. A master of 
disguises, the trader can appear in any form, but once located you can 
swap your red gems for gems to aid you later in your travels. At first 
the only items you can afford replace lost energy and the like, but the 
further you get, the closer you come to finding out the traders secrets. 


It is only once you enter the plot, that Will discovers he is the 
chosen one possessed with the ability to morph into different 
forms and utilise special attacks to aid him on his adventure. 
The game as it stands is both graphically and player-involving- 
ly set to win on all fronts. Look out of the full and complete 
review in an issue of NMS coming soon. 


STANDBY FOR THE OFFICIAL UK RELEASE! 
EXTENSIVE WORLDS AND LOCATIONS TO EXPLORE! 




DARK FORCES 

Step into the dark, step into the dark. 

Upon spying a mysterious looking 
whitish blob hovering above the 
ground, walk up to it and it will 
transform magically into a portal. 

Through these portals lies the realm 
of Dark Space, a strange and mysti¬ 
cal state of limbo inhabited by the 
equally mystical Gaia — source of 
all knowledge and giver of life. Not 
only will she furnish our hero with 
vital advice for his quest, and heal 
his battle scars, but she is also 
holder of the magical transformation statues. 

By standing in front of these statues Will can acquire new skills, 
and more importantly transform into his alter ego the Dark Knight 
Freedan. In this state, Will has a powerful sword at his disposal, but 
doesn't have the use of his magic flute. Cunning use of the transfor¬ 
mation statues is essential. 
































#77777771 smsnmm '\ 

NOW SHOWIMGI 


(JMHS) 76 


FINAL FANTASY III 

FORMAT:SUPER NES 
BYiSQUARESOFT 


recently described in the NMS review as the greatest 
'game of the year, and the best RPG, need we say 
lore? After the mould was well and truly broken by 
Mana, nobody thought Square could surpass 
their excellence. Well they have, in 
this astounding adventure. 

Buried deep in mines of Nashe, the 
last remaining link with the magical 
past, an Esper lies frozen awaiting the 
awakening of its world. And here 
begins the adventure of a lifetime. 
OVERALL SCORE — 93% 


H ailed as the heir to the Zelda III crown, the Secret of 
Mana caused an absolutely massive uproar in both 
Japan and the States. Unfortunately poor PAL owners 
have had to wait a fair old while for this fellow to grace their 
consoles, but at last it's here. Featuring up to three players in 
the most intense RPG action, Mana covers one of the biggest 
gaming environments to date — approx 70, oh yes, 70 hours of 
gameplay! The storyline follows the threat to the all-powerful 
Mana tree as eight of its seeds have fallen into the wrong 
hands. Guide your team to recover the seeds and defeat evil. 
An absolute essential for all RPG fans. 

OVERALL SCORE — 94% 


BRAIN LORD 

FORMAT.SUPER NES 
BY:Enix 

C alling all heroes! Monsters 
are attacking the town from 
all corners ad threaten the 
Dragon's tower to the north. You 
must save the town from the 
marauding hordes by returning to 
the blacksmith with valuable drag¬ 
on scales that can be turned into 
powerful armour. A substantial 
adventure, but slightly marred by a dodgy control system that 
leaves you open to attacks from enemies. 

OVERALL SCORE — 75% 


SECRET OF MANA 

FORMAT:SUPER NES 
BYiSQUARESOFT 


























































ZELDA III — A LINK ( miIIIWM 
TO THE PAST v - 
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FORMAT-SUPER NES 
BY:NINTENDO 


SPIKE MCFAHG 





W hat is for many the mother of all RPGs / Zelda is now hit¬ 
ting its second birthday and still pulling in the punters. 
Carrying on from his days as an NES hero. Link has a 
vast task ahead of him as he must confront the evil Ganon to 
protect the light world from being taken over by 
creatures from the parallel dimension. 

An absolute # must buy 7 for any 
self-respecting Super NES 
owner. 

OVERALL SCORE — 94% 


FORMATSUPER NES 
BYrNAXAT 


t's rather an oddity playing one of those night stalking vam¬ 
pire types, but if that's your kinda thing then Spike's your 
man. The kingdom of Vladamasco is under threat from Von 
Hesler and his beasties, and as ever there's only one hope, that 
hope being Spike and his spinning hat attack. The gameplay is 
extremely colourful and cutesy, but the action is let down by 
Spike's pathetic attacks. Nice 
idea, nice design, shame 
about the action. 

OVERALL SCORE — 76% 


WIZARMK Vi 

FORMATSUPER NES 
BYrCAPCOM 

B ased more in the 
league of strategy 
RPGs, Wizardry merges 
the Dungeons and Dragons 
and first person perspec¬ 
tive. Pushing the grand old 
age of three, its limitations 
are apparent from the stilt¬ 
ed graphical movement of 
set locations and formulaic 
fighting sequences. Not 
really much of a stunner when com¬ 
pared along side the likes of Zelda and Mana. 
OVERALL SCORE — 58% 


BREATH OF FIRE 

FORMATSUPER NES 
BYrSQUARESOFT 


L ocking up Goddesses of greed isn't such a top idea, especially 
when you hide the six magical keys to her eternal prison 
around the world, and her dragon followers start to rip the 
land apart piece by piece. Now is it?! If s a race against time, but 

you've got to find the 
keys before the baddies 
lay their hands on them. 
Not all that impressive 
on the graphics front, 
but nonetheless a 
decent RPG. 

OVERALL SCORE — 79% 


ULTIMA THE 
FALSE PROPHET 

FORMATrSUPER NES 
BYrFCI 
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D uring a rescue attempt for the life of Lord British, the 
seal dividing the underworld was severed allowing 
gargoyles to roam the kingdom of Britannia (don't 
ask me, I don't make 'em up!). The salvation of Britannia 
depends on finding the magic of the moonstones with the help 
of your friends Shamino, Dupre, and lolo. Sounds okay, but 
unfortunately it isn't - resembling something for the BBC B. 
Yuk! Steer well clear of this stinker. 
nvFPAi i <;rnPF_ 















































FORTHCOMING 

ATTRACTIONS 


CHRONO TRIGGER 

FORMATiSUPER NES 

BY:SQUARESOFT 

DUE OUT IN JAPANiMARCH '95 


Hot on the heels of Front Mission is the biggest RPG of all time, and 
one that is set to take the world by storm — the awesome Chrono 
Trigger! Looking at present as if it will easily surpass the recent won¬ 
derment of Final Fantasy III, Chrono in its appearance tends more 
towards the Mana style of play and includes weird and whacky forms 
of transport such as the spacecraft and jet bobsleigh to whisk you 
from location to location. NMS will be the first on the case just as 
soon as we have any more information on what is almost guaranteed 
to be the most essential RPG purchase of next year. 
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FRONT MISSION 

FORMATiSUPER NES 
BYiSQUARESOFT 

DUE OUT IN JAPAN:FEBRUARY '95 

F irst off the mark from the Squaresoft stable next year is the 
futuristic Front Mission. The strategic military installation of 
Hoffman Island is being fought over by two warring fac¬ 
tions armed to the teeth with hi-tech mech warriors , and it is 
up to the player to secure the future safety of the island without 
destroying all life. Weighing in at a cool 24 MEG this promises 
to be a techno nightmare of epic proportions. 
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ALBERT ODYSSEY 
1 AND 2 

FORMATiSUPER NES 
BYiSUNSOFT 

DUE OUT IN JAPAN:OUT NOW AND 
FEBRUARY 

I n the offing from SunSoft next 
year is a two-parter fantasy 
quest combining the best ele¬ 
ments of Zelda and Final Fantasy. 

The main movement follows a ARPG 
search, cutting away to static battle 
scenes. 

















BREATH OF FIRE II 

FORMATrSUPER NES 
BYrCAPCOM 

DUE OUT IN JAPAN:NOW 



mmt 



T he sequel to the original Breath of Fire has already hit the 
store shelves in the Land of the Rising Sun boasting sub¬ 
stantial graphical improvements. As you can see from the 
pics, not only does the map contain more detail, but clearly the 
battle sequences have been vastly improved from the slightly 
basic looking earlier version. 


DRAGON QUEST IV 

FORMAT:SUPER NES 
BY:ENIX 

DUE OUT IN JAPANJUNE '95 

T here's no stopping the Enix team, already on the cards for 
'95 is Dragon Quest IV. Set for a release date middle of 
this year. Dragon Quest IV promises to be an absolutely 
massive project from the team that brought you so many other 
quality RPGs. 


THE FUTURE’S 


SO BRIGHT... 

So what does the future hold in store for the RPG? Clearly 
teams like Enix and Squaresoft have every intention of 
producing the games that people want to play, but 
more importantly they're pushing back the technologi¬ 
cal boundaries all the time. Just check out the stupen¬ 
dously good looking Chrono Trigger in all of its 32 
MEG glory! What's more, on a weekly basis our office 
is bombarded with Japanese mags containing 
screenshots of RPGs in development for the Saturn 
and PlayStation. Impressive? Maybe, but per¬ 
formed on 32 Bit machines. Let's just see what 
the Ultra 64 has in store. 
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Judgement be upon ye all, it is time that we reveal the winner of our 
amazing NMS Mortal Kombat 2 Arcade Machine Komp. And what an 
amazing komp it has been - we have been overun by literally thousands 
of entries, making the judges’ task all the more difficult, not in the least 
because of the bleeding fingers incurred through opening all the 
envelopes. Anyway, of the thousands of entries sent in we have picked 
our favourites and, of course, the overall winner. IA/e have also identified 
several trends amongst the sackfuls, so we have also compiled a sort of 
greatest hits and most awful misses. Here goes then... 
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KOIN-OP KOMPO - THE FINAL ROUND 
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UNORIGINALITY 

Unfunnily enough there were several so- 
called new moves that roughly 60% of you 
seemed to have tought of, each of you no 
doubt beleiving yourself to be the originator 
of these sad ideas. Top of the sh... sorry, hit 
list was the Ageality, also known as the 
OAPality, Fogality and Pensionality, in 
which the losing combatant is in some way 
transformed into an old chuffer, usually 
hobbling off on a walking stick or just 
plain dying of old age. Zzzzz! Also rating 
high on the Crapometer was the Nudality, 
whereby the loser loses not only the 
game, but all their kit too. Whether the 
readers thought this was genuinely a 
good idea or just an excuse to draw 
naked women is anyone's guess... Next 
in the hall of shame were countless 
Animalities, no prizes for guessing what 
they're all about, no prizes at all in fact. 
The same is true for the billion and a 
half entries bearing the highly una¬ 
musing Fruitality. Somebody wake me! 


limon Hutchinson. Very 
a ', f fSa?heW G'ar-t^ 
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(ABOVE) Ben Jackson drew this , and so did about a million 
other entrants. Yawn 

MAROONAUTY 

Hey! Nothing gave us greater pleasure when judg¬ 
ing the hordes of entries to this Komp than opening 
letters only to find that the dunder-headed entrant 
had only sent in the coupon and not the new moves 
and characters as requested. Actually there was 
one thing that we found marginally more annoying 
than the coupon-only entries, and that was opening 
an entry only to find that the sender had folded 
their effort up about seventeen times into the small¬ 
est, most compact, denser than a black hole peice 
of paper. GRRRR! 


ROLFHARRISALITY 

Ooh, we can be cruel sometimes. Particularly to 
those crayonally- challenged readers out there 
whose idea of artistic expression stretches only as 
far as a running-out biro and some of Mum's nail- 
varnish. Here are a few examples of their supreme 
cack-handedness that made us smile thinly as we 
reached for the waste-paper basket. I know, I 
know, it's cruel to mock the afflicted. Funny though 
aren't they - in a tragic sense kind of way... 









p IG ^TBR <* 


p m* 






wO*** 




**- f xaryj^ * 

farvsfirr^ 
yd* Grdertlidt* 
(xslnv^i^' 


jMNtf'* 


MRENT-AU 




F/*&*#*$• 

rAiut«r*h-> 


itM M#ffW*V 

A * I 

Xitf ***> 




(LEFT AND RIGHT) Big respects in 
the area etc., to Matthew Mella 
and Joeri De Weersfort. Excellent. 


(RIGHT) A 
crafty move 
from Luke 
Webb. 
Anything to 
do with Kirby 
is practically 
guaranteed to 
get in. 


TONYHARTAUTY 

Fortunately, for every example of art at it's worse there were several 
displaying painterly skills of Turner Prize Winning-esque standard. 
Well, better than average handling of the old watercolours or good 
use of cartooning skills is nearer the mark, but good they were 
nonetheless. What a pity then that as nice as they looked they all 
lacked that vital spark of a good idea to make them the winning entry. 
Ah well... 


(LEFT) Bit of a sissy entry 
from Liam Duggan. Wot 
a wuss! 


(RIGHT) Oops, lost 
this entrant's name. 
Not to worry , it 
didn't win anyway. 


HATSTANDAL/TY 

As someone fairly famous once said "When the going gets tough the 
tough turn weird". And never was it more true than in the MK2 
Kompo judging by the vast number of entrants whose interpretations 
of the simple brief ranged from the abjectly stupid to the criminally 
insane. Here's just a small sample of the ones that made us laugh, 
cry, scratch our heads in disbelief and call the police... 


(ABOVE] Calum Murdoch drew this wibble-worthy effort. Floinks. 




















TOTAL 





(ABOVEj Rayden learns a lesson the short-sharp shock way , that it's not a good idea to wee on an 
electric blanket in a thunder storm! 


(ABOVE) He's above you! No really he is! A top animation 
for the Apple Mac from the Paul Hughes school of graphics. 
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DOANYTHINGTOGETMYENTRYNOTICEDAUTY 

There are always a few, aren't there. You know, the ones who'll do absolutely aything to 
get their entry noticed, believing - falsely I might add - that the more interesting, outra¬ 
geous or just plain big their entries are, the more chance they have of being noticed. 
We've had animated entries in the form of flick-books, computer files, entries the size of 
a small snooker table and even, most pathetically, entries marked "I AM THE WINNER". 
Feeble Well sorry lads and lasses, you've scored a half success in that we've dedicated a 
whole section to you but, alas, for all the wrong reasons. 






























































SPAWNYKIDAUTY 


This is it then, the winner. Big drum roll please. 
Derrrrummm, derrumder, dum der dum der- 
rerererererummm! Thankyou, and it's a big con¬ 
gratulations from ourselves and Acclaim and an 
even bigger YOUJAMMYSODICOULDHAVEDONE- 
BETTERTHANTHATALITY from the rest of you. The 
winner is Alistair Gray of Harlow. His multiple wib- 
ble-worthy entries were of such inspired genius that 
we laughed ourselves stupid, fell off or chairs and 
completely overlooked the fact that he must have 
been stood in the Gibbon line when artistic talent 
was being handed out. Alas, he must have joined 
the same queue for common sense because, whilst 
he remebered to include his name, he forgot to put 
his flinkin' address on. So, before you all start ring¬ 
ing up, putting on Essex accents and pretending to 
be the "Veal" Alistair Gray, we will be asking one 
very simple question regarding the answer Alistair 
gave to the Tie-breaker, so get in contact soon 
Alistair, you daft get, or well sell your prize. Or, 
worse still, keep it. Anyway, thanks to all of you 
who sent your entries in - even those that weren't 
worth the stamp and keep an eye out for a very 
special compo in a similar vein coming NMS-wards 
very soon. 
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(ABOVE) Best days of your life 
agrees wholeheartedly. 


I think not , and Alistair 
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(BELOW) Watching 12 hours of Casualty doesn't sound too bad to me. Now, a half hour of Power.. 
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REVIEW 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Okay 


Medium punch 


Medium kick 


Light kick 


® £ 


Light punch 


L: Fierce punch 
R: Fierce kick 

Start: Pause 
Select: Nowt 


Brutal has options like they were going out of fash¬ 
ion. Just about every aspect of the game can be 
tweaked, number of rounds, music, effects, game 
speed. Like I said, options a plenty. However, the 
best option has to be the skill level select - forget 
your easy, medium and hard levels, this game has 
fourteen of 'em. In a true martial arts style they 
range from white through to black belt and then 
beyond up to sixth for for what is surely the pinna¬ 
cle of, erm, animal fisticuff action! 


T HIS IS AN OUTRAGE! Do we live like bar¬ 
barians? Is our society now reduced to 
that of mediaeval feudalism? Do we not 
have laws and organisations to protect inno¬ 
cent creatures of the forest, jungle and field? 
What malaise, what sickness has fallen upon 
society that our fellow man can take perverse 
enjoyment from pitting defenceless creature 
against defenceless creature in a series of 
fights to the death? What pleasure can be 
gleaned from pitting Bear against Rabbit, Lion 
against Rat? Is it moral at the end of the twen¬ 
tieth century to be teaching these animals the 
ancient martial arts? NO! It is evil, it is 
depraved, it is BRUTAL! Someone call the 
RSPCA and, please, BAN THIS GAME NOW! 




PAWS OF FURY 


GAME INFO 

• GAME ORIGIN: A beat 'em 
up featuring animals? You 
tell me. 

• GAME DIFFICULTY: 
Easy/Medium 

• SCORE TO BEAT: Got to sec¬ 
ond temple. 

• ALTERNATIVES: All the other 
beat 'em ups in the Known cos¬ 
mos 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Yes 

• BA TTERY BACKUP: No 
m CONTINUES: Password 

• OPTIONS: Loads 


CART SPEC 

• BY: GAMETEK 

• PRICE: £44.99 

% RELEASE: OUT NOW 

• GAME TYPE: BEA T 'EM UP 

• CART SIZE: 16 MEG 


GAME CREDITS 

• DEVELOPED BY: GAMETEK 

• DISTRIBUTED BY: GAMTEEK 

• MADE IN USA 

• ARTWORK: c 1994 GAMETEK. 
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STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 

hour CZHIZHI3CZ 


WEEK 


MONTH 


YEAR 


zy Well, full marks to Gametek for 
^ trying to do something different 

with the beat 'em up genre. The 
,* ^ idea of martial arts animals is 

1 V certainly an original one and 

throughout the games there are 
Vj other inspired touches such as 

^ some of the more surreal moves, 
r a different cartoony feel and the 

way that experience rewards the 
mm 11M# player with new moves. In fact, 

on the surface, there is quite a lot 
to recommend this game. But, 
alas, there is a downer and that's in the way it has 
all been implemented. For a gaming generation 
weaned on the likes of MK2 and Super SF2, Brutal, 
despite a reasonable challenge, presents itself as a 
clumsy, rather unexciting affair thanks to slowish, 
somewhat sticky gameplay. It is obvious that 
Gametek have aimed Brutal at younger players or 
parents concerned about the violence in beat 'em 
ups, and Brutal fills this gap to an extent. So, if you 
are either a concerned parent looking for a safe 
game or a young gamer in search of fluffy fisticuffs 
take a look at Brutal by all means, the rest of you, 
well, I don't need to tell you where to look... 


ENT 


Brutal is lovely 
to look at, has 
jp well designed 

m ’ , if ridiculous 

characters and 
sounds okay. 

1 Problem it 

plays too slow 
— and is clumsy. 
Though all 

jg/IJII fighters ani- 

mm mm mate smoothly 

against spec¬ 
tacular backdrops it's difficult to 
get a good fight going with any of 
them. Buy SSFII or MKII instead! 


GRAPHICS 


A Lots of animation and 
quite a nice cartoony feel 
to the whole proceedings. 


T Forground gets in the 
way. 


SOUND 


AJust like all beat 'em 
ups, this has those twinkly 
eastern tunes piping away 
in the background. Not 
too bad either. 


▼ Effects aren't up to much though. 


PLAYABILITY 


A Uses all six buttons 
and there are plenty of 
moves to master. 


▼ The whole thing has a 

sluggish, lacklustre feel that leads to 

much frustration. 


LASTABILITY 


A Lots of skill levels to up 
the challenge, plenty of 
characters to master. The 
game should last for 
ages... 


▼ ...It’s doubtful many older players will 
last as long. 


OVERALL 


Could really have 
been a contender 
if only more time 
had been spent 
ironing out flaws 
in the gameplay. Having said that, 
it's probably aimed at the younger 
generation who'll probably think it's 
smart. 
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TEMPLE OF DOOM 

The one-player game takes the form of a 
journey. Not just a violent journey across the f 
island upon which these animals inhabit, but ■ 
a journey of enlightenment too, where 
novice fighters learn as they fight. It's all a 
bit like that ancient TV series, Kung Fu, real¬ 
ly; pick a few fights, kick the seven shades of I 
shinola out of your fluffy opponents and then 
retire to a temple of learning to be taught the 
ways of the warrior and be given a new spe¬ 
cial move to learn. Once this move has been 
mastered a password is given to mark the 
player's progress and skill level and the battle 
recommences in full. More victories means 
more trips to the temple and, ultimately, more 
moves. Better still, you can play your password 
even on someone else's game. 
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BLOW IT TO BITS, B.C. 


(ABOVE) These flowers o^foood.^".^g 
They're ' 


ON THE HEAD SON! 


Nothing 


Jump 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Great! 


Attack 


R: No Function 

Start: No function 
Select: No function 


' (AB 

his head, B fortu nate 

TIT “i each button press. 




BONUS TO DEATH? 


Head-Butt 


No Function 


STP 


(LEFT) Now, which tunnel leads where? Choose 
the wrong exit and it's back to square one! 


W ith the entire history of the world ahead of him, 
BC Kid isn't too worried about making the occa¬ 
sional mistake. What goes wrong today can 
quite easily be rectified tomorrow, or the day after, or 
the day after that for that matter, and so on for 
about the next however how long until a very impor¬ 
tant somebody causes AD. From this point onwards 
it's far easier to pinpoint a time when things start to 
go wrong. 

The trouble is everyone seems to share BC's belief, 
which makes life in prehistoric times an absolute 
nightmare; a debacle; a shambles. A 
Stone Age sod-everyone-else state of 
affairs in which anyone, even 
visitors from other planets, have 
seen the future - and it looks 
much better with them on top. 

So it is with some reluctance 
that BC Kid becomes the first 
responsible character the world has 
ever known in trying to create order 
out of chaos. Something which, as any 
decent scientist these days will tell you, 
is impossible but has never stopped 
Andy from being Editor of NMS. Oh, 
and by the way. Super BC Kid is a plat¬ 
form game, in case you hadn't already 
guessed. 


(ABOVE) Bounce the flowers onto BCs head 
and toss them into the basket. It's a cinch! 


OUTTA HERE! 

Native Americans boast of their pow¬ 
erful relationship with Mother Earth. 
They have nothing on BC Kid, whose 
rapport with specific species of flower 
is beyond comprehension. Whenever 
he stops to admire the small red vari¬ 
ety he is carried off to a mystery loca¬ 
tion where he has the opportunity of 
collecting some nice bonuses for him¬ 
self. It doesn't cost him a bean for the 
privilege, just as long as he remembers 
to keep the earth clean in return. How 
marvellous. 


GAME INFO 

• GAME ORIGIN: A PC Engine 
mega-star, BC Kid (or 'Bonk 9 in 
the States), along with with 
Bomber Man are Hudson Soft's 
most valuable game heroes. 

• GAME DIFFICUL TY: Easy 

• SCORE TO BEAT: Reach 
Stage Four 

• ALTERNATIVES: Super Mario 
World, Plok, Rainbow Bell 
Adventures 


GAME FEATURES 

• NO. OF PLAYERS: 7 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Infinite! 

• OPTIONS: Button config. 


CART SPEC 

• BY: HUDSON SOFT 

• PRICE: £49.99 

• RELEASE: FEB/ MARCH 

• GAME TYPE: PLATFORM 

• CART SIZE: 12 MEG 


GAME CREDITS 

• DEVELOPED BY: HUDSON SOFT 

• DISTRIBUTED BY: VIRGIN 

• MADE IN: JAPAN 

• ARTWORK: c HUDSON SOFT 
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Bosses encountered by BC Kid are paragons of 
the strange! They all practice strange, unpre¬ 
dictable magic attacks which require some 
strategic thought to outwit. Of course, once BC 
has them sussed, they're history! 


(LEFT) Ugly or 
what! It's all a 
little bit dis¬ 
turbing this 
game. No, 
make that a 
lot disturbing! 


9s/ 


BC has yet to learn what his head is actually for, and leaves the 

thinking up to the player. In fact the appearance of BC's entire 

body is open to persuasion depending on what nourishment it 

receives. You Are What You Eat has more literal connotations 

for this little lad than his descendents. For starters 

there are sweets that either enlarge, reduce or 

return to normal BC's overall size. More bizarre 

are the effects brought on by eating certain types / .•; . 

of meat: prepare to see BC transform into an 

ugly dino-thing from heck or a fierce bird-like 

monstrosity. Combine sweets and meats for IP; 


IMB HUGE BUILDINGS 

,N BIRD-LIKE FORM!! 


CRAZY CRAB POWER!! 


(ABOVE) After getting squashed by one 
of these blocks , our hero is transformed 
into a crab. Don't ask why , he just is! 


collecting the 


KS Tn e house! When ^ u 

power-up - tie can u*?"" 
H e can c rash throe 


'es invincible - after 
u 9h anything! 


(ABOVE) Looks that kill! 
Press the attack button 
and BC turns his foes into 
stone with his gaze. 


In BC Kid 
Hudson Soft 
ably attain a 
similar kind 
of appeal to 
Mario, in 
I 4 that this 

game is very 
simple but so 
full of bizarre 

PAUL ZT21 

cool. So obviously aimed at the 
young Japanese market its only 
fault is, on the surfee at least, 
there is a distinct lack of chal¬ 
lenge. However Hudson Soft 
know what makes a games 
player tick, and include all man¬ 
ner of clever devices to keep a 
seasoned pro interested. These 
include experimentation with 
the central character's many 
facades and the urge to thor¬ 
oughly explore every location 
because there are so many 
secrets. At no point is it fair to 
say that you've seen it all before 
in this game either; it's way too 
crazy for that. BC Kid relies on 
really unconventional means to 
get around which makes discov¬ 
ering exactly what he is capable 
of part of the fun. Passive play¬ 
ing doesn't pay off with BC Kid, 
the real rewards are found only 
by giving it all you've got. It is 
easy but the fun element is the 
reason Super BC Kid is a hit. 
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(ABOVE) Eek! Hope 
there's nothing like 
this lurking in 
human wind pipes! 


GUTTED 


Dimensions are another thing 
that need sorting out in BC 
Kid's world. Perhaps the best 
way of highlighting this prob¬ 
lem is by drawing your atten¬ 
tion to the fact that any crea¬ 
ture, no matter how small, is 
able to swallow BC whole 
leaving the poor kid to work 
his way through its stinking 
innards before being 
'expelled' from the rear end! 


(ABOVE) Bleugh! Blood 'n' guts every¬ 
where you look! 


DON'T LET B.C. KIDGETEATEN ALIVE!! 


AND DON'T FALL 
ASLEEP EITHER! 


BORED! 


Don't leave poor BC Kid 
hanging around for too long 
with nothing to do. He's yet 
to decide upon a suitable 
image for himself and winds 
up trying to think of several 
better ones to pass the time. 


the bed AGAIN! 


(ABOVE) Oh noi 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


A BC Kid's image is dis¬ 
tinctive and stylish 


T A tad simplistic for 
those just returned from 
holidaying in Donkey Kong Country over 
Christmas. 


SOUND 


A Some really happy 

tunes and slapstick sound A 

effects. C# 1 

▼ The tunes don't linger 

in the head very long, so 

don't expect to be whistling them down 

the street. 


BC Kid is one 

r.': h r: ,,y 

titles that 
hook you 
■■ % from the 

instant you 
switch it on. 

| '' 1IS ,S * ar 9 e " 
ly thanks to 

______ great pre- 

MmtwOW sentation, 
bold and 

seriously cute graphics and an 
endearing character whose 
range of wigged-out moves and 
morphs perplex and please in 
equal amounts. Gameplay-wise 
it's pretty good too with an 
almost staggering amount of 
secret areas to locate and a very 
non-sensible approach. 

However the real challenge in 
this game seems to be in trying 
to get yourself killed. You see, 
it's all very easy - miss a plat¬ 
form? No worries, there's 
always a hidden area under¬ 
neath anyway Beaten by bad¬ 
dies? Doesn't matter, there'll be 
a power up or a complete ener¬ 
gy recharge along in a mo'. And 
it is in this way that you find 
yourself half-way through the 
game on your first sitting. Still, 
the game is seriously weird fun 
while it lasts and, if you do find 
yourself completing it quickly, 
you can guarantee that there's a 
large portion of the game still to 
be discovered. One for strange 
younger players perhaps. 


▲ Room for experimen¬ 
tation is always a good 
thing and there are many 
opportunities here. 


▼ Those bouncy clouds are ruddy frus¬ 
trating - mark our words! 


LASTABIUTY 


A Lots of hidden extras 
and plenty of tricks to 
perfect. Something every¬ 
where you look. 


▼ It isn't especially demanding and 
there are only around 30 levels split 
between seven stages. 


OVERALL 


The most original 

platform charac- .. K ^ 

ter to grace the ' 

Super NES in a ^ 

long while. Rich 

in detail and abundant in odd-ball 
humour BC Kid is so whacked out it 
ought to be checked out without 
reservation. 
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DONKEY KONG ‘94 SUPER MARIO 3 

19.99 19.99 

SUPER NES GAMES 


TETRIS 2 

19.99 


KIRBY’S DREAMLAND POWER RANGERS PINBALL DREAMS JURASSIC PARK MORTAL KOMBAT 2 

14.99 23.99 14.99 14.99 25.99 


ALADDIN 

23.99 


SUPER MARIO KART .33.99 DONKEY KONG'94 (SG) .19.5 

SUPER METROID.41.99 DUCK TALES 2.24.99 


• = NEW GAME 

ACTRAISER 2 .40.99 KRUSTY’S FUN HOUSE.19. 

ADDAMS FAMILY.24.99 

ADDAMS FAMILY 2 - PUGSLEY’S 


JURASSIC PARK 2 .42.99 

KEVIN KEEGAN PLAYER MANAGER .19.99 ..-- - - - 

KICK OFF 3 .41.99 SUPER PARODIOUS .24.99 FELIX THE CAT .9.99 

SUPER RETURN OF THE JEDI.48.99 FLINTSTONES (THE MOVIE).22.99 

SUPER SMASH TV .17.99 

SUPER STAR WARS .27.99 


LEGEND.35.99 

LEMMINGS 2.45. 


FORMULA 1 RACE 
(WITH FOUR PLAYER ADAPTOR) .21.99 


SCAVENGER HUNT ...24.99 LETHAL ENFORCERS (WITH LIGHT GUN) ...59.99 SUPER TENNIS .29.99 GAMEBOY GALLERY .19.99 

ADDAMS FAMILY VALUES ’ .35.99 LION KING .48.99 SUPER WWF WRESTLEMANIA .17.99 HUMANS.14.99 

ALADDIN .41.99 LOST VIKINGS .27.99 SYNDICATE .37.99 JELLY BOY.19.99 

ALIEN VS PREDATOR.38.99 MADDEN‘95 .37.99 TARZAN .39.99 JUNGLE STRIKE- 


ANIMANIACS • .!!T"!!T!T"""!"!!4o!99 MANCHESTER UNITED CHAMP SOCCER • ...36.99 T.M.H. TURTLES - TOURNAMENT FIGHTERS 49.99 


ARCHER MACLEAN’S SUPER DROPZONE ...38.99 

BATMAN RETURNS.26.1 

BARKLEY SHUT UP AND JAM .41 


MARIO ALL STARS .29.99 

MARIO IS MISSING .19.99 

MAXIMUM CARNAGE • .50.99 


TELSTAR 100% COMBAT 

FLASHBACK AND EQUINOX • 


BEAUTY AND THE BEAST.40.99 MEGA MAN X .33.99 TELSTAR 100% SCI-FI ADVENTURE 

BIKER MICE FROM MARS • .40.99 MICKEYMANIA .45.99 SUPER STAR WARS AND 


BLACK HAWK*.37.99 MICRO MACHINES .38.99 LAWNMOWER MAN • 


.49.99 

.40.99 

.39.99 

.19.99 

.40.99 


.39.99 

,35.99 


BOOGERMAN 

BOXING LEGENDS OF THE RING 

BRUTAL . 

BUBSY . 

CANNON FODDER * . 

CAPTAIN AMERICA. 

CARRIER ACES . 

CHOPLIFTER 3. 

CHUCK ROCK . 

CLAYFIGHTERS . 

CLIFFHANGER. 

CYBERNATOR .25. 

DESERT STRIKE .24.99 

DONKEY KONG COUNTRY (WITH FREE 

GO APE CD WHILE STOCKS LAST) .47.99 

DOUBLE DRAGON 5 *.39.99 

DRAGON .39.99 

EARTHWORM JIM *.49.99 

EEK THE CAT .35.99 

EQUINOX .19.99 

ESPN BASEBALL.39.99 

FIFA SOCCER .35.99 

FLASHBACK .24.99 


MIGHTY MAX • .35.99 

MORTAL KOMBAT .17.99 


TELSTAR 100% SPORT 
SENSIBLE SOCCER AND 


.23.99 

JURASSIC PARK .14.99 

JURASSIC PARK 2 .19.99 

KIRBY’S DREAMLAND .14.99 

KIRBY'S PINBALL.18.99 

LAMBORGHINI .14.99 

LAWNMOWERMAN .14.99 

LEMMINGS 2.25.99 

LION KING .25.99 

MEGA MAN 2.14.99 


mortalkombat a":::::::::::::.::.49.99 ^erS^oiKtcnnis• 42 99 mercenary force.14.99 

, rx-r.r, ,., . oann INTERNATIONAL TENNIS • .4^.S9 MinRD MAOHINFS .25.99 


NBA ALL STAR CHALLENGE .24.99 

NBA JAM.49.99 TERMINATOR 2 - THE ARCADE GAME . 


MICRO MACHINES .25.5 

MONSTER MAX .23.99 


19^99 NBA LIVE’95 (BASKETBALL) ..44.99 THE ADVENTURES OF BATMAN AND ROBIN 48.49 MORTAL KOMBAT 2 .25.99 


NHL ‘95 (ICE HOCKEY) .37.99 

NHLPA ’93 ICE HOCKEY .14.99 


THE BRAINIES .37.99 

THE DEATH AND RETURN OF SUPERMAN 40.99 


MYSTIC QUEST .18.99 

NFL QUARTERBACK CLUB .14.99 


19 99 NIGEL MANSELL'S INDYCAR •.50.99 THEME PARK *.36.99 PAGEMASTER .25.99 

,39.99 NIGEL MANSELL'S WORLD CHAMPIONSHIP 33.99 TINY TOON - BUSTER BUSTS LOOSE ...26.99 " 


17.99 OUTLANDER.19.99 

PAGEMASTER .44.5 

PGA TOUR GOLF.14.5 

PINBALL FANTASIES • .32.5 

PITFALL - THE MAYAN ADVENTURE.46.5 


PANG .14.99 

TINY TOON - WILD‘N’WACKY SPORTS 40.99 PINBALL DREAMS .14.99 

TURN AND BURN.41.99 PINBALL FANTASIES * .21.99 

VIRTUAL BART* .50.99 POWER RANGERS (SG) .23.99 

VORTEX.45.99 PROBOTECTOR 2 .19.99 

WING COMMANDER - SECRET MISSIONS 19.99 


POP ‘N’ TWINBEE .25.99 WINTER OLYMPICS .29.99 

POWER RANGERS .43.99 WORLD CUP USA ‘94 .34.99 


RACE DAYS 

FOUR WHEEL DRIVE AND DIRTY RACING 20.99 


POWERDRIVE* .37.99 

RISE OF THE ROBOTS * .57.99 

SECRET OF MANA .33.99 

SHADOWRUN .28.99 

SHAQFU .44.99 

SIM CITY.18.99 


FLINTSTONES (THE MOVIE).35.99 SMASH TENNIS .40.99 

FULL THROTTLE RACING.39.99 SOUL BLAZER .40.99 


GHOUL PATROL (ZOMBIES 2).49. 

HEBEREKE’S POPOON * .36.99 

HURRICANES*.41.99 

INDIANA JONES’ GREATEST ADVENTURE ...48.99 
JELLY BOY * .36.99 


SPARKSTER.40.99 

STARWING .19.99 

STREET RACER .34.99 


WORLD LEAGUE BASKETBALL .12.99 SENSIBLE SOCCER . 

X KALIBRE * .39.99 SPACE INVADERS (SG). 

YOGI BEAR - CARTOON CAPERS .39.99 SUPER MARIO LAND . 

ZELDA 3 - LINK TO THE PAST .33.99 SUPER MARIO LAND 2 . 

ZOMBIES .29.99 SUPER MARIO LAND 3 - WARIO LAND 

TARZAN 

GAMEBOY GAMES 

ITEMS MARKED SG WILL PLAY IN FULL 
COLOUR WHEN USED ON THE SNES WITH A 
SUPER GAMEBOY ADAPTOR 


.21.99 

.19.99 

.19.99 

.19.99 

.19.99 

.20.99 

.21.99 

19.99 


TAZ 2 - LOONEY TUNES 2 

TETRIS 2 (SG) . 

TINY TOON - MONTANA’S MOVIE MADNESS 19.99 

TINY TOON - WACKY SPORTS .19.99 

TITUS THE FOX .14.99 


STREETFIGHTER 2.29.99 ALADDIN (SG) .23.99 TOP RANKING TENNIS .19.99 

STREETFIGHTER TURBO.25.99 ALIEN OLYMPICS. ...19.99 VIK ING CHILD .16.99 


JOHN MADDEN ‘93.1299 STUNT RACE FX .41.99 BATTLETOADS IN RAGNAROK'S WORLD 17.49 WINTER GOLD * .22.99 

JORDAN ADVENTURE .40.99 SUNSET RIDERS.26.99 CHOPLIFTER 3.19.99 WORLD CUP STRIKER .19.99 

JUNGLE BOOK .40.99 SUPER BOMBERMAN (FOUR PLAYER GAME) 30.99 DAFFY DUCK - THE MARVIN MISSIONS 19.99 WORLD CUP USA‘94 .19.99 

JUNGLE STRIKE 39 99 SUPER BOMBERMAN 2 .40.99 DARKWING DUCK .19.99 YOGI BEAR - GOLD RUSH.20.99 

JURASSIC PARK .24.99 SUPER EMPIRE STRIKES BACK.36.99 DESERT STRIKE .23.99 ZELDA - LINK’S AWAKENING .19.99 



SUPER NES + DONKEY 
KONG COUNTRY 

AND ONE CONTROL PAD 111.99 

SUPER NES WITH STARWING 

AND ONE CONTROL PAD .75.99 

SUPER NES WITH STREETFIGHTER 
TURBO AND ONE CONTROL PAD ... 75.99 
SUPER NES WITH FIFA SOCCER 
AND ONE CONTROL PAD .95.99 


SUPER NES MARIO ALL STARS 

WITH SUPER MARIO 1, 2 AND 3 
PLUS LOST LEVELS GAME 

AND ONE CONTROL PAD 89.99 




SUPER NES + 

SUPER GAMEBOY WITH FIFA SOCCER 

INCLUDES SUPER GAMEBOY ADAPTOR, 
ALLOWING THE USE OF GAMEBOY GAMES 
ON SUPER NES, FIFA SOCCER 
GAME AND ONE CONTROL PAD 11V.TT 


SUPER GAMEBOY ADAPTOR 

NINTENDO SUPER GAMEBOY ADAPTOR .44.99 

FOR SUPER NES. ALLOWS YOU TO PLAY GAMEBOY GAMES ON A SUPER NES, 
SELECT COLOUR SCHEMES (FOUR COLOURS) AND CREATE AND SAVE YOUR OWN 
DESIGNS. ENHANCED GAMEBOY TITLES MARKED “SG" WILL PLAY IN FULL COLOUR 



A SCART TV/MONITOR GIVES A PIXEL- 
PERFECT, MONITOR-QUALITY PICTURE 

SONY KVM1400 14” FST 
COLOUR SCART 
TELEVISION/MONITOR 

WITH REMOTE CONTROL. 60 CHANNEL 
TUNING, REAR SCART INPUT, HEADPHONE 
SOCKET, TWO POSITION TILT, BLACK 
TRINITRON SCREEN, LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE 1 OR 2, 
SUPER NES, CD32 OR 3DO) 

SONY 14" COLOUR TV (GREY) .194.99 

SONY 14" COLOUR TV (WHITE) .194.99 

SONY 14" COLOUR TV + FASTEXT (GREY) .244.99 

SHARP 14” TV/MONITOR + FREE SCART LEAD .164.99 

SHARP 14” (TELETEXT) COLOUR TV/MONITOR 

WITH REMOTE CONTROL AND SCART INPUT, TELETEXT, ON SCREEN 

DISPLAY, 40 CHANNEL PROGRAMMABLE MEMORY, ON/OFF TIMER ... 194.99 

LEADS 

HI-FI AUDIO LEAD - SUPER NES TO STEREO 

(1.5 METRES, SNES CONNECTION TO 2 X PHONO PLUGS).12.99 

MONITOR LEAD - SUPER NES TO PHILIPS CM8833 MKII OR 

CBM 1084S MONITOR.12-99 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT. 9.99 


SUPER NES EXTRAS 


ASCIIPAD SN JOYPAD 
FOR SUPER NES. 
WITH SLOW MOTION 
AND TURBOFIRE 




QUICKJOY SN PROPAD 

FOR SUPER NES WITH 
SLOW MOTION & TWO 
SPEED AUTOFIRE 
12.99 



FREEWHEEL STEERING 
WHEEL FOR SUPER NES. 
PLUGS INTO JOYPAD PORT. 
SUITS MOST DRIVING 
GAMES 
19.99 



FIGHTER STICK SN 

FOR SUPER NES. 
ARCADE STYLE 
JOYSTICK WITH AUTO 
FIRE, TURBO FIRE AND 
SLOW MOTION 
24.99 


QUICKJOY SN 
PROGRAM PAD 

PROGRAMMABLE 
JOYPAD HOLDS UP TO 
THREE PRESET 
MOVES IN MEMORY. 
IDEAL FOR GAMES 
WHERE SPECIAL 
MOVES USING MORE 


THAN ONE BUTTON ARE REQUIRED .19.99 



LOGIC 3 LOGIPAD SN 

WITH MICROSWITCHED 
DIRECTIONAL CONTROL 
AND AUTO FIRE 
13.99 


QUICKJOY SN 
PROGRAM 
JOYSTICK 
FOR SUPER NES 
PROGRAMMABLE 
WITH AUTOFIRE AND 
SLOW MOTION 
24.99 



LOGIC 3 SPEEDPAD SN 

FOR SUPER NES. WITH 
AUTOFIRE 
9.99 




SAITEK 
MEGAPAD II 

FOR SUPER NES 
WITH AUTOFIRE 
AND SLOW MOTION 
6.99 


NINTENDO CONTROL 

PAD FOR SUPER NES 


SAITEK MEGAPAD 6 

WITH MICROSWITCHED 
DIRECTION CONTROL 
AUTOFIRE AND SLOW 
MOTION 


PHASE 9 
OBLITERATOR 

WITH AUTOFIRE 
(TWO SPEED) AND 
SLOW MOTION 
12.49 





QS190 MAVERICK 2B 

JOYSTICK 

FOR SUPER NES 

10.99 


SUPER ADVANTAGE 
IOYSTICK WITH 
SLOW MOTION, 
TURBOFIRE AND 
AUTOFIRE .20.99 

PHASE 9 MULTI PLAYER ADAPTOR 

(FOR STREET RACER, SUPER BOMBERMAN 

AND OTHER 4-PLAYER GAMES).14.99 

DUST COVER FOR SUPER NES .5.49 



GAMEBOY EXTRAS 

HANDY BOY 

FOR GAMEBOY 
(MAGNIFIES AND 
LIGHTS SCREEN, 
AMPLIFIES SOUND 
AND ACTS AS MINI 

JOYSTICK).20.99 

KONIX G.B. HOLSTER FOR GAMEBOY 

(ATTACHES TO BELT).4.99 

SAITEK BOOSTER BOY FOR GAMEBOY. 
HOUSES CONSOLE, TURNING IT INTO A TABLETOP 
MACHINE WITH SCREEN LIGHT AND MAGNIFIER, 
MINI JOYSTICK, SOUND 
AMPLIFIER AND SPACE FOR 
CARTRIDGE AND EARPHONE 
STORAGE. REQUIRES 
GAMEBOY MAINS ADAPTOR 
OR BATTERIES 
19.99 


LOGIC 3 GAMEBOY DELUXE 
PROTECTOR CARRY CASE 

WITH COMPARTMENTS FOR 
GAMEBOY AND SIX GAMES 




% 



LOGIC 3 GAMEBOY 
RECHARGABLE 
BATTERY PACK....9.99 

(FITS INTO BATTERY 
COMPARTMENT GIVES UP 
TO 7 HOURS PLAY - MAINS 
ADAPTOR REQUIRED) 

SONY SRS-P3 MINI STEREO SPEAKERS 

FOR CD32, PC 
SOUND CARD, 3DO, 

CDi, PERSONAL 
STEREO OR HAND 
HELD CONSOLE 
12.99 


HEAVY discounts 
HUGE range RedesicLe. 
10am to 8pm Daily 

FREE -16 page colour catalogue - just phone 

0279 600204 

Order by fax on 0279 726842 - well fax back to confirm receipt 


r we only supply"members but you can’order’as youjoin” 1 

Members receive our 48-page Colour Club Magazine bi-monthly. Each issue reviews a 
selection from our extensive range and includes at least £30 worth of coupons for 
additional savings on top products. Members are under no obligation to buy anything. 

MEMBERSHIP FEES UK EC WORLD 

ONE YEAR a months) 7.00 (*.oo> 9.00 MO) 11.00 ff.oot 

One year price includes six issues of Special Reserve magazine with £180 of XS Coupons 

All prices include VAT and 2-3 working day carriage to UK mainland 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
We issue confirmations of all orders received 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 
- DELTA 

(BLOCK CAPITALS please) 

Name & Address___ i 


.Postcode _ 


Phone No_Machine_ 

Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


item- 


item 


item 


Please use this box to add any optional fast delivery charge 
1st Class Post 40p per posted item or £10 overnight hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 


Cheques payable to: SPECIAL RESERVE at 
P.O. BOX 847, HARLOW, CM21 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 
Prices and offers may change without prior notification. SAVE = Saving off full retail price. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 5.12.94 E .& O.E. 
Inter-Mediates Ltd, 2 South Block, The Makings, Sawbridgeworth, Herts. CM21 9PG. 



SftecicU ' —. 
ReAesute 



HUGE range of hardware, software. 
books, peripherals and leads for ^ . 

PC. CD Rom, Amiga. CD32. Sega. ^ ^ w 

Nintendo, Atari. Apple, Sony, Philips and 3DO. 

All official UK products, all at HEAVILY discounted prices 
Order by post, or by phone or come to one of the Special Reserve 

OPEN 10am to 8pm CLUB SHOPS 7 DAYS A WEEK 

43 Broomfield Rd CHELMSFORD near the bus station 
The Maltings SAWBRIDGEWORTH near the train Station 

Over 200,000 people have joined Special Reserve 


WE ONLY SELL GENUINE UK PRODUCTS 


AMIGA CD32 CRITICAL ZONE PACK 220.00 

WITH MICROCOSM, CANNON FODDER, LIBERATION, 
PROJECT X, ULTIMATE BODY BLOWS, OSCAR AND DIGGERS 


MEGADRIVE 1 WITH SONIC 2 .79.99 


SEGA 32X EXPANSION FOR MEGADRIVE 149.99 


ATARI JAGUAR ♦ CYBERM0RPH .179.99 


PANASONIC 3D0 ♦ MEGA RACE .385.99 




GAMEBOY DEALS 

GAMEBOY WITH BATTERIES ... 35.99 
GAMEBOY+CASE, TETRIS, SUPER 

MARIO LAND & BATTERIES .59.99 

GAMEBOY+CASE, KIRBY’S DREAMLAND 
AND SUPER MARIO LAND 3 (WARIO) ... 62.99 

+CASE DEALS INCLUDE FREE MULTI-COMPARTMENT BLACK 
PADDEDCARRY CASE FOR GAMEBOY, CAMERA 

LOGIC 3 MAINS ADAPTOR FOR GAMEBOY .8.99 

























































































































































































































































































































































have said above, with RISC processing and 
data compression, 32 megs of memory on a 
Super NES might be possibly squeezed onto 
10-20 megs of memory on the Ultra 64 - 
thus it would be cheaper to produce for the 
Ultra 64 or any other similar machine. 
Actually, if Nintendo doesn't charge less for 
cartridge production it will kill the Super NES 
all by itself! 

Bill Searle, London 

SEAL:As true as a lot of the points you are 
making are, you are overlooking several 
things. Firstly, don't assume that the tech¬ 
niques developed by Rare apply to 
Donkey Kong-style games alone. They 
could equally be applied to compress 
"normal" 16 meg games down to smaller 
sizes. If other companies make use of this 
and release games they previously con¬ 
sidered uneconomical because of prohib¬ 
itive chip costs, it will extend the life of 
the Super NES. Secondly don't think that 
advanced programming/processing tech¬ 
nology means speedier, cheaper game 
production. Whilst it is true that some 
processes are faster ie. rendering, it is 
also true that, as the graphics get more 
complex, it takes longer to actually build 
them and, as you rightly point out, time is 
money and development costs for today's 
top games are currently reaching budgets 
of movie-sized proportions - and that's 
before the actual cost of manufacture and 
distribution. You can begin to understand 
why CD is becoming such a popular for¬ 
mat. Good job that Nintendo have 
announced their intention to develop a 
CD unit for the Ultra 64 then, eh! 


Squids are great, aren’t they. / mean that squidgy tender flesh and the 
way those little suckers stick to your throat as you try to swallow. / like 
nothing more than a good, fat, feisty squid, me. Except for a lightly- 
roasted reader (au gratin with fava beans and a nice little chianti), that 
is. For me nothing beats that kicking and screaming as they go down. 
Mmm. I’ve got quite a lot of reader recipes, you know. Here’s a few / 
prepared earlier... 

Oh yeah, if you fancy being my next hors d’oeuvre, or perhaps, wafer- 
thin after-dinner mint make sure you send all your letters to SEAL’S 
MICTURATING MASTICATING MAILBAG, NMS, Priory Court, 30-32 
Farringdon Lane, London, EC1R 3AU. Now for a feast... 


KEITH 

Dear SEAL 

I am writing in regard to your comments 
offered to Stephen Colls, issue 27. From your 
reply I believe everyone will fully understand 
the technological advances made by the Rare 
team and the commercial viability of licensing 
their ideas to other companies. But with the 
arrival of the Ultra 64, I feel very strongly 
that, eventually, most software companies 
will discontinue their support for the Super 
NES, albeit for different reasons. One of 
these reasons is cost - why purchase the 
rights to Rare's revolutionary programming 
techniques when, ultimately, with access to 
the Ultra 64 development kit, the same could 
be achieved much more easily and effective¬ 
ly. An advertisement in your mag clearly 
states that it took 22 man years to produce 
the Donkey Kong Country effect. With the 
RISC processing and far superior data com¬ 
pression techniques and routines that may be 
available within the Ultra 64 hardware, I'm 


sure it wouldn't take 22 
man years. In fact, I'm 
sure it would be a sub¬ 
stantially shorter period of 
time - and in the software 
industry time is money! 
Secondly, you can buy a 
copy of DKC from Toys R 
Us for £45 - this is a 32 
meg cart. The normal price 
for a 1 6 meg cart is 
around £60. Nintendo 
were able to charge £60 
for DKC because they own 
the factories and were able 
to cut themselves a deal. 
Other companies will not be 
able to get these conces¬ 
sions and therefore wouldn't 
consider producing a 32 
meg cart as it would pass 
the psychological limit of £60 
to sell onto the public. As I 


BRENDAN 

Dear SEAL 

I think that Kirby is great and that there 
should be statues of him in every country in 
the world. I don't see why people always 
complain about the violence in games 
because they think that it encourages us to 
act out the moves in the playground. How 
the bloody hell are we going to produce a 
fireball out of thin air? My parents won't let 
me see MK2 because it's too gory, but it's 
great fun and the death moves are great! I'm 
old enough now not to pretend to be Liu 
Kang or ken form SF2. I love the game and 
would sell most of my 
stuff to get it. One of 
my friends will be get¬ 
ting it for Christmas 
and I am really jealous 
of him. I want it badly! 
What do you think 
about what my Mum 
and Dad think? 

Chris Applin, East 
Sussex 

SEAL:Despite all 
your proclamations 
of love Kirby and 
all your claims to 
gaming maturity. 
I've decided I'm 
still going to grass 
you up to your folks 
for having even 
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(LEFT) Michael McCree illustrates 
what too many fights with large 
monsters can do to your face. 
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glanced at MK2. I can't help it - I'm a bit 
cruel like that you see. However a large 
bribe in unmarked, nonsequential mack¬ 
erel paid into my Swiss bank account may 
prevent me from sending the letter 
I have prepared. You just 
can't trust Seals you know. 

NORRIS 

Dear SEAL 

I love your magazine and buy 
it every month, but you're not 
fair to a small part of of the 
games players. You see, 
because you guys don't like 
pure RPGs, you don't review 
them, give any information 
about them etc... So what I 
have to do each month is buy 
your mag and some other mag 
that covers RPGs as well. I 
mean, If I was a reviewer and 
got, let's say, Super Contra, In 
wouldn't give it a low mark just 
because I hate the genre. No I 
would say that if you like these 
sort of games then this is a dream come true. 
You never reviewed Final fantasy II - by far 
the best game on the Super NES, or games 
like Soul Blazer and Lufia. Also you never 
give any news on upcoming RPGs from 
Japan, such as the awesome Final Fantasy 
and the Dragon Warrior series. So please 
could you satisfy all your readers. Keep up 
the good work guys. 

Neada Stojanovic 

SEAL.Au contraire > stoat-child. We 
here at NMS lu-urve RPGs, in par¬ 
ticular the Mana, Soul Blazer and 
Final Fantasy-types that you cher¬ 
ish so. However, as I'm sure 
you're aware, good RPGs are 
fairly thin on the ground - thinner 
still are decent RPGs that get a 
British release, hence the fairly 
economical coverage. You must 
have cloth eyes to have missed 
our recent pieces on upcoming 
RPG marvels like Chrono 
Trigger and Front Mission. 

This, I think, identifies your lit¬ 
tle problem - it's not that we 
hate or don't cover RPGs, it's 
just that you haven't grasped 
the basic act of opening the 
magazine yet. Too much 
time in the dark, on your 
own fighting Thrargs from 
the planet 

Kanakkanaraggaa, prob¬ 
ably. 

ERNEST 

Dear SEAL 

I am writing from the Games Injury Related 
Ward in a hospital of a secret location. We 
have had injuries from the old days - Pang, 
Pac-Man, Centipede and Space Invaders, and 
from the new days too - Mortal Kombat 2, 
the reason why I am here. My story tells a life 
I do not know. I thought gore would not 
affect me, but I was found pulling out my sis¬ 
ter's spine as she tried to burn me away in an 
acid bath. I was thrown in here and only 
know my name as 026428. There's old Ralph 
who put his head through a Pac-man arcade 
machine screaming "I am he!! The Pac-Man! 
Wibble!" and even Paul Davies spent a few 
months here after he was found trying to vac¬ 


uum up some pigeons and old ladies and 
then trying to float away. Video games can 
be dangerous - don't abuse them. They are 
only playthings and are just for enjoyment. 

Don't become cabbages. 
Steph, Wolverhampton 
SEAL:/ woz gunna rite a 
reel long anser to vis leter 
but ive bin playing to 
mani vidoe gaMez and 
hav'ent got tym to wast 
cos ive got To go on 
playig. its not lik ime 
adikted and carnt stopP 
or nofing and i doent 
agrey that gamez makes 
yu stupit. I thine that 
gamez ar just a normle, 
helthy hobbiy for peeple 


this idea because me and my mates would all 
like to see a couple of goodies on the front of 
NMS. 

Neil Fitzpatrick:, Tamworth 

SEALHey! That's a really great idea. We 
could, like, get a demo of Donkey Kong 2 
and, hey, get it manufactured up at enor¬ 
mous expense to ourselves and, yeah, 
charge the readers, like, £50 for an issue. 
Hey! Like that's a great idea... that, er, 
wouldn't work in the slightest! Now be off 
with your stupid ideas. Dolphin-lover. 

PAUL DAVIES 

Dear SEAL 

It's Big Bruv here. Where've you been for the 
last three years? I know tempers flared when 
you left, but what do you expect when you 
leave next door's daughter with three pups 
without a father. Robbing the family's savings 
and doing a runner didn't 


(ABOVE) / have a feeling M 
Laycock traced this - but it's only a 
hunch. 


(RIGHT) Ryan Jarman places him¬ 
self right in the action. Ryu is fight¬ 
ing a bit dirty here I think! 


(BELOW) Murat Grurel's 'Sho-Ryu- 
Keri pales against Robin and Lexi 
Cooke's excellent Mario montage 
that now has pride of place in our 
games room! 


to plae. Mi 
nayme is sEel gud by, 


CEDRIC 

Dear SEAL 

What ever happened to demo games? When 
I used to buy Commodore mags there was 
always a free game on the front. So what 
happened to them? If Nintendo supplied you 
with the first level of their latest game and 
you stick it on the front of your mag this 
would boost the sales of the game and your 
mag. More people would be more tempted to 
buy the mag than normal. Please consider 


help either. 

Anyway, back to the reason 
I'm writing, something terri¬ 
ble has happened. Mum 
went out shopping on 
Saturday, like she usually 
does, and just as she'd fin¬ 
ished in Poundstretcher a 
masked killer whale 
screeched up on his scooter 
and swallowed her up 
without so much as a "Hi 
Luv, fancy a quick look at 
my innards". Everyone's in 
shock and Dad's just got 
on out and bought a 
whaling ship to catch the 
sod. There's a memorial 
service in a few weeks, 
that's when the will will 
be read out. I suggest 
you stay away because 
the neighbours want a 
bit of child benefit - say 
about 3 Million. If you don't print 
this, I'll report you to the child support 
agency. 

Big Bruv alias Andrew Nagle 

SEAL:Look, I'm really sorry about this 
readers. As you can appreciate, a sea- 
mammal in my position gets a lot of crank 
mail like this - whelks on the scrounge for 
handout mackerel scraps. Halibuts mak¬ 
ing false paternity claims, you know the 
sort of thing I mean. Tragic really isn't it? 
This letter, I mean. 


CT7J* 





SAM RtltASt 
WHAT TO BUY 
HtW TECHMOIOEY 


READER SYSTEM 


Christmas has come and gone in a flash and New Year, 
well New Year is just a blur : But enough of that, what did 
you get? Was it that Donkey Kong Country you were 
after? Earthworm Jim, perhaps? Me? I got a set of lovely 
patent-leather rose-scented hankies off Aunty Beryl and 
a new stoat-handling device from the Sick Editors 
Charity . But best of all is this charming Special Letter¬ 


answering Cravat that Vm wearing now : You'd best take 
advantage of it speedily, though, before its magical prop¬ 
erties run out from over-exposue to senseless Ultra 64 
questions . So kwickly klear up your kweries and kwan- 
daries and write to MCVITSKI’S MEGA MISSIVE ATTACK 
Q AND A, NMS, PRIORY COURT, 30-32 FARRINGDON 
LANE, EC1R 3AU 


JUDY GARLAND 

O Dear Andy 

Please can you help? 
being a keen angler 
and Nintendo player In 
was wondering if Nintendo have 
any releases for either the Super 
NES or Game Boy concerning 
fishing. 

P. Carder, Wembley 


O ANDY .There are a 

whole shoal of fishing 
games available in 
Japan and the States, 
like the Blue Marlin on the NES, 
Black Bass Lure Fishing on the 
Game Boy and Super Black Bass 
on the Super NES, all by Hot B 
(the Japanese equivalent of 
Nobbysoft) also there is Bass 
Masters Classic by Malibu and 
TNN Bass Tournament of 
Champions by American 
Toolworks. None of which are 
ever likely to see the light of day 
over here. Cos they're all crap, 
mehaps ? 


LIZA MINELLI 

Dear Andy 

Please answer my ques¬ 
tions, thankyou. 

1. How much will 
Donkey Kong Land cost and 
when will it be released? 

2. Will Donkey Kong Country be 
on the Ultra 64? 

3. Will there be a Donkey Kong 2 
for the Game Boy? 

4. When will Donkey Kong Land 
be reviewed? 

Adam Williams, Abbeymead 


O ANDY: 1. It's out in 

January according to 
Nintendo and should 
cost the same price as 
yer normal Game Boy game ie. 



2. When will Darkstalkers be 
released on the Super NES? 

3. When is Lemmings 2 coming 
out on the Super NES? 

4. Will there be a conversion of 
World heroes Jet? 

5. Which is better in two-player 
Super SF2 or MK2? 

6. Is Exhaust Heat 2 the fastest 
Super NES racer. 

7. You did an article on Elite (the 
game not the company) and 
we've heard nothing about it 
since. What's going on? 

8. What rating would you give 
Soul Blazer? 

That's all from me for now, I 
hope my questions haven't been 
too much hassle. 

Paul L Froude, Barry 


£24.99. 2. Bet your granny's pen¬ 
sion that there will be some sort 
of Kong game on the Ultra 64. 3. 
Nothing's been announced yet. 4. 
Soon, my son. Soon. 

ALMA COGAN 

Dear Andy 

Please can you answer 
my questions. I will be 
most grateful. 

1. I've got FIFA, MK2 and Super 
Mario World. What should I get 
next? 

2. What's the best racing game 
on the Super NES? 


faves and top quality games to 
boot. 2. Despite strong competi¬ 
tion from the likes of Street Racer, 
Mansell and Micro Machines the 
king of Racers is still Mario Kart. 

3. As old as it is Sim City still rules 
the roost. 4. Could work in theory 
although your Super NES would 


3. What's the best strategy game 
around on the Super NES? 

4. If I attach a Multitap to anoth¬ 
er Multitap, can I play eight play¬ 
ers? Using this idea there could 
be a ten-player game on the 
Super NES (or more)! 

5. Why didn't they release Micro 
Machines 2 for the Super NES? 

R Sosa, London 

O ANDY: 1. Definitely go 
for DKC, Cannon 
Fodder and Earthworm 
Jim, they're all office 


probably break under the strain. 
Just imagine playing 10-player 
Bomberman, though! 5. Hold 
your fire young goat, the good 
news is that they are going to 
release Micro Machines 2 some 
time mid 95. 

LATOYA JACKSON 

O Dear Andy 

I have a few questions 
for you to answer 
pleeeeaaasse! 

1. Will Prince of Persia 2 ever 
come out on the Super NES? 


O ANDY: 1. Alas no, 

besides which there are 
a load of POP-type 
games around already. 
Try Black Hawk, Flashback or 
Another World. 2. At this time 
Capcom have no plans whatsoev¬ 
er to release Darkstalkers. Boo! 3. 
Oof noo! 4. Believe it or not WHJ 
is being programmed for, gasp, 
the Game Boy! Should be inter¬ 
esting. 5. They're both totally ace 
but I prefer the control method in 
Super - none of that back, back, 
forward, back nonsense. Like a 
chuffin' ballroom class. 6. We 
scratched our heads about this 
and decided that it's a pretty close 






































call twixt Exhaust Heat 2 and F- 
Zero. Both are supreme and 
should be investigated. 7. It 
almost came out. It really did! 
Sony took up the rights to the 
game but changed their minds at 
the 11th hour , so it looks as if 
we'll never see it again, bah! 8. 
It's pretty good and would score 
somewhere in the 80's. Good 
news is Ubisoft have decided to 
release it. 



ELIZABETH TAYLOR 

Dear Andy 

Please answer the fol¬ 
lowing questions. 

1. I would like to get 
Lemmings 2, DKC, Pitfall and 
Earthworm Jim but I'm not sure 
which order to get them in. 

Please help. 

2. Is Rise Of The Robots any 
good and when is it coming out? 

3. When will Theme Park be 
coming out for the Super NES? 

4. Will it have the cool intro 
sequences like it does on the PC? 

5. Around how much will Ultra 
64 games be? 

Duncan McDougal 


O ANDY: 1. DKC, EWJ, L2 
and Pitfall is the way I'd 
do it if I wasn't an all- 
powerful industry figure 
and didn't get all my games for 
free. And stuff. 2. Woof woof! 
Grrrr! and sometime early 95. 
3&4. April apparently and no it 
doesn't. 5. same price as Super 
NES by all accounts. 


JAN IS JOPLIN 

O Dear Andy 

Please could you 
answer my questions. 

1. Are there any cricket 
games on the Super NES? 

2. Is it worth keeping my Game 
Boy? 

3. Which is better - International 
Superstar Soccer or Muscle 
Bomber? 






4. Is Zombies 2 any good? I 
loved the original. 

Andrew Bellieu, Stockport 

O ANDY.1. I believe Laser 
beam produced one in 
Australia but it was 
never released , which is 
probably a good thing really as a 
cricket game would be about as 
interesting as Super Grass Growth 
or that other classic , S/m Paint 
Drying . 2. Abso-chuffin'-lutely, 
for antique value if nothing else. 

3. ISS is the best footy game ever, 



in fact it's the highest-rating 
sports game ever too! 4. Zombies 
2 is better than the original in 
terms of gameplay but, sadly , it's 
not nearly as long. So I guess that 
means it's not as good. 


Lr/lfin 

© 


CARRIE FISHER 

Dear Andy 

Recently I have noticed 
yellow lines on the side 
of my Game Boy screen 
while I have been playing. They 
appear to eating away at the 
game screen. Could you advise 
me what action to take if any? 
Guy, Haywards Heath 


O ANDY:!. Beam have 
been a bit quiet since 
making such a bold 
statement - maybe it's 
because they're busy beavering 
away on Shadowrun 2. Then 
again maybe not. In other words - 
no news. 2. Fantasy Football 
League is coming out in 1995 
and that's about as close to a new 
footy management game as 
you're going to get. Oh yeah, Mr 
Keegan sends his regards and 
asks me to tell you the solicitor's 
letter is in the post. 3. Reckon so. 

4. Nope but Jurassic Park 2 plays 
pretty much the same so give that 


instead. Why is this and is there a 
cheat to get Barkley? 

2. Will NBA Jam Tournament 
Edition ever come out? 

3. Is Tecmo NBA worth getting if 
I already have Jam? 

4. Is the Super Game Boy worth 
getting? 

5. I saw Tuff E Nuff and Pink 
Panther for £11.99 each. Are 
they worth getting? 

6. How many teams can you 
choose from in WC Striker? 
Richard Williams 


O ANDY: 1. Apparently the 
very early Jams did have 
Barkley as a player for 
the Suns but a bit of 
"contractual difficulty" meant that 
he had to be removed. So, if any¬ 
one out there is lucky enough to 
have Barkley in their version 
they've got a a bit of a rarity. 2. 
Yep, in March I believe. 3. It's 
pretty good but looks shabby next 
to the fabulous NBA Live 95 - 
choose that instead. 4. Yes. 5. 

Tuff E Nuff is a passable beat 'em 
up but I wouldn't touch PP unless 
the shop gave me £11.99. 6. 
Blimey I don't know, but it is 
loads. 


a look instead. 5. Now-ooo. 6. 
Because NBA Dead 95 didn't. 7. 
Dunno - Ask your mama! 8&9 
Hmm. Interesting question, here's 
Gary to answer you: You takin' 
the old two un eight hog nuts? Up 
your quilt cheese-boy. 

10. I thought that would have 
been obvious. 


NANCY SPUN GEN 

Dear Andy 

Congratulations on the 
great mag. Could you 
please answer these 
questions. 

1. In NBA Jam I don't seem to 
have Charles Barkley and have 
some player called Majerle 


SHELLEY WINTERS 

O Dear Andy 

Could you please 
answer some questions 
for me. 

1. On Link's awakening how do 
you defeat the boss of Bottle 
Grotto? 

2. How many hidden levels are 
there on Super Mario World 2? 

3. On Kirby's Dreamland, how 
do you defeat the final boss? 

4. In which order would you rate 
these games: Tetris 2, Donkey 
Kong 94 and Kirby's Pinball 
Land? 

Helen Nichols , W anstead 


O ANDY: 1. Hit him with 
your sword so he 
retreats back into the 
bottle then throw the 
bottle against the wall. 2. 

Although the game has hidden 
warps and such there are no real 
secret levels. 3. By trying very , 
very hard. 4. DK '94, Kirby Pinball 
and Tetris 2 . (WftS) 


IVY TILSLEY 

O Dear Andy 

here are some ques¬ 
tions, do the general 
thing and answer them. 

1. When I finished Shadowrun, 
Drake told me there would be a 
Shadowrun 2. Any news on this 
game? 

2. Will there ever be any cool 
footy management games on the 
Super NES? A conversion of 
Premier manager would be nice. 
Kevin Keegan's is liquid turd. 

3. Is it true about MK3 on the 
Ultra 64? 

4. Are there any more Alien 
games on the Super NES due 
out? 

5. When will NBA Live 95 be 
out? 

6. Why does Live and 95 rhyme? 

7. Why are apes the coolest crea¬ 
tures on Earth? 

8. Why is Harrod not? 

9. Why is he instead a strange 
forty git? 

10. Why am I a strange forty git? 
J Wharton, Skipton. 


O ANDY:Same thing has 
happened to my Game 
Boy, but since it hap¬ 
pened after I was stupid 
enough to drop it from a great 
height onto a concrete floor I 
decided that perhaps the warran¬ 
ty wouldn't cover it. You however, 
should contact Nintendo them¬ 
selves at:Nintendo Uk, Parham 
Drive, Boyatt Wood, Eastleigh, 
Hants S05 4NU. 













The thing about most lead characters in console games is that they're usually 
appealing in some way . You know; cute and fun-loving characters like Mario or 
Kirby , or fearsome like Blanka or Baraka . All of them, despite their looks, invite 
the player to control them in one way or another . Having said all that, who can 
fathom the appeal of one Fester Addams? He's fat, he's round, he's totally 
unsound. Not only that he's bald, stupid and - boy! - is he ever ugly! 
Nevertheless it is this ugnacious pleb that players are invited to control in 
Ocean's upcoming explore 'em up - Addams Family values. 
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COOKIE MONSTER 


Fact: Fester does not wear that long coat of his to hide 
a Schwarzenegger-esque physique. Nor does he use it 
for the sort of purposes they make Public Information 
Films about - hey, this is a family show! No, he wears 
it because he is a fat sod! And d'you know why he's 
fat? because he can't stop eating cookies. This, how¬ 
ever, does have an upside, you see certain cookies 
have beneficial effects, especially the Black Beetle vari¬ 
ety that restore all lost energy. No-one bakes 'em 
quite like Grandma either, so it is wise to seek her out 
whenever supplies are running low. 
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CANNON FODDER 

VIRGIN 

SUPER NES 

NMS RPCOMiSAPNORi - 


INTERNATIONAL SUPERSTAR SOCCER 


KONAMI 

SUPER NES 


Konami's ace soccer sim may not have the 
speed or depth of some of its contemporaries 
but, thanks to large well-animated sprites, great 
pace and finely-honed gameplay it is by far the 
biggest fun. We've played absolutely every other 
soccer sim there is and still love this one with a 
passion that is quite unnatural. Buy this. Buy it 
soon and buy it lots. 
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The premise behind Virgin's blaster is a very simple one - kill or 
be killed. As anyone knows, simple ideas are always the best 
and Cannon Fodder is simply tremendous fun. Lead your band 
of raw recruits around a series of hostile militarised zones taking 
on, nay, killing all comers with machine guns, bazookas, mis¬ 
siles, jeeps, tanks, skidoos and helicopters or whatever else 
comes to hand. The action is unrelenting, incredibly addictive 
and almost impossibly hard too. Definitely not for sissies. 


SUPER PUNCH OUT 

NINTENDO 

SUPER NES 


At last, a boxing game with its tongue firmly planted in its, no 
doubt bruised, cheek. Super Punch Out is one of those rare 
games that is just as much fun to play as it is to watch. The play 
er takes control of a young hopeful as he tries to make his way 
through the divisions. On his way he encounters outrageous 
opponents that vary from the scary to the bizarre. All, however, 
have one thing in common - they're all rock hard. Buy Super 
Punch Out and see if you can be the first one to finish the only 
game to have beaten the Nintendo Hotline! 


WARIO BLAST 

NINTENDO 


GAME BOY 

If you think this looks suspiciously like Bomberman with a Wario sprite hurriedly 
tacked on, well done - that's just what it is. Not to worry, it's every bit as bril¬ 
liantly playable as it ever was, it's even four-player compatible if you are lucky 
enough to own a Super Game Boy and a Mutitap. Most topper, in fact. 


(NMS) 96 























SOCCER 

NINTENDO 

GAME BOY 

Hey, this is just Elite's World Cup Striker on the Game Boy but 
with a new, totally unexciting name! True enough, but don't let 
the new, crap name put you off, this is the best footy title cur¬ 
rently available for the Game Boy, thanks to large-ish sprites, 
easy control and solid gameplay. 



SPACE INVADERS 


NINTENDO 

GAME BOY 

Ooh, it's such a pain when so-called "classics" like 
this are released. We just spend all day arguing 
about whether they're actually any good. So let's 
just say this - Paul loves it and Andy thinks it's a crock. It's Space 
invaders - one of the founding fathers of video games as we 
know them, and one of the most basic shoot 'em ups ever. If you 
have a Super Game Boy you are even able, via a marvellous bit 
of compression technology, to witness the game just as it was in 
the bad old days. O deep joy! 




GAME BOY GALLERY 

NINTENDO 

GAMEBOY 

You remember when the Super game Boy 
came out and people scoffed about how it 
degraded the Super NES to the level of a 
Game Boy? Well meet the downgrade to end 
'em all. Game Boy Gallery effectively turns 
your Game Boy or Super NES into the oldest 
Nintendo machine of them all - the Game and 
Watch. Four Game and Watch mildly addictive 
"favourites" are presented here for your delec¬ 
tation, including Cement Factory, the game 
that introduced Mario to the world of gaming. 
He's not in this version, though, which sort of 
says it all really... 
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NEXT MONTH 
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Vortex © 1994 Electro Brain Corp. © 1994 Argonaut Software Group B.V. Designed and developed by Argonaut Software Group B.V. All Rights Resrved. Electro Brain 
Corp. ® and the Electro Brain logo are registered trademarks of Electro Brain Corp. Vortex TM \ s a trademark of Electro Brain Corp. Sony Electronic Publishing is a trade¬ 
mark of Sony Electronic Publishing Company. Nintendo ®, Super Nintendo Entertainment System™, The Nintendo Product Seals and other marks designated as “TM” are 
trademarks of Nintendo. 















KONAMt 


Konami hotline 0891 775741 for instant cheats to many Kona mi titles + up-to-date competition news 
Calls are charged at 39p per minute cheap rate and 49p per minute at all other times 


Konami House, 54A Cowley Mill Road, Uxbridge, Middlesex UB8 2QE Tel: 0895 853000 Fax: 0895 853003 

Biker Mice From Mars, © 1994 Brentwood Television Funnies, Inc. / Licensed by The Beanstalk Group. 

Batman and all related elements are the property of DC Comics TM & © 1994. All Rights Reserved. 

® Snickers is a registered Trademark © Mars Inc. 1994. 
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